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INTRODUCTION! 


_— 


“Thank you fon purchasing Prime's Dificlal Guide to Lost Planet 2. This quide Is packed with all 4, 


lf the tips, stats, and strategies you nead to achiave total battlefield domi 
ff the vast cantent thet awaits you in Cancam’s epic enline shooter 


hee and unlock 


‘his eGuide has a custom navigation system to allow you to easily find content within the eGuide and 


‘move between saetions as you choose, 


bat Planet 2 at your 

Aingertps. You can elect the Mena 
ton fom any eGuide page to 

‘tien tothe wa en ty ee 


‘Ot coure, you cn also use the “pape 
Terwor and “ret ts bogenng? 
const navigate Waugh he eGuide 


‘Within each eGuide secon all 
sudbaections we dplaye or oa2y 
vigution. 


Here's what: you'l find in each individdal chapter of the guide, 


| 
[Hew teUse This eack 
t 


Basic Training 


Don't take the field until you've 
‘camplated basic training! This 
‘chapter runs you through the 
tactics and strategies you need to 
master to bacame an elite saldien 
The information contained here is 
applicable to all game modes, 50 
‘brush up on your basic training 
‘before entering battie, 


tacoma on. of oa 
a thorough 


LOSPLAMET? 


Ontine Mocie 


Traihing Mode= 


* 
As incredible @ ride as the 
Campaign made is, t's only half Ses 


the experience—Lost Planet 2 
also has a dedicated Online mode 
that lets players test their skills 
against other LP2 fanatics all 
‘ver the world. Here we provide 
ps and infa for the many 
diferent Onna gama mades and 
‘options, Battlafiald maps are also 
provided ta give you an inside look 
‘at each unique Online war zone. 


Your LP2 tactics ata put ta the 
ultimate bast in Training made, 
which dares you to achieve medals 


in BO skll-strengthening challanges: | 


Got at least: a bronze medal in i 
50 courses to unloek a secret: 

jame mode! Gur labeled maps lind 
‘tactical write-ups givelyou the 
‘edge you need to tame these trying 
challenges. 


ane 


Appendix 


Lost Planet 2 vosats a weath af = 
tnlociabiecencent—tar mara tn 
you could possibly imagine, Special 
Mapa, eoore ses, coc 
hacactar paresal of thase and 
Beep err wars ct 
reteset urn sa th nak 
ft book when yur randy 
Tico/ar the vet erey of unlockable 
soncant walubi fo you in Pe 
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BASIC TRAINING 


Fall in, soldier You're about to learn how to survive 
1d theive in the harshest of climates and mast 
lethal combat scenarios imaginable. Give this 


Chapter a thorough read before diving into the many 


arduous challenges that await. you on E.0.N. I 


Soe 
Sentral scheme: You san adjust your control 

Se any time through the aption= menu Ee 

fine-tune your gameplay experience. 


Lot's start with the basics: the most common 
actions you'll be performing in the fel 


‘Moving through open ground ig often perilous) 
‘press and hold the Dash button te get where 
you're going faster than normal. You can only 
dash for a limited amount of time: when you stop, 
release the Dash button and quickiyireangage to 
dash once more: 


Crouch 


Click and 
hold the left 
analog stick 
to take a knee 
and crouch, 
reducing 
your profile 
Grouching can 
ip you avoid detection ar allow you to take cover 
bbehind short objects. Press the Jump button while 
‘crouching to perform a roll and avoid Inbound fire— 
{there's more an this vital technique under the 
"Combat Tactics” section 


Anchor 


‘The Anchor is 
retractable 

‘grappling 

sevice carried 

by all foot 

soldiers, 

Press the 

‘Anehar buttan 

to cast out the line, snagging whatever's in font 
Df you and zipping toward it. Use the Anchor to 
scale sheer surfaces or snatch distant items. 
‘Your targeting reticla turns green whenevar you're 
looking et: something that can be grappled with 
the Anchor 


‘teer 
tes 
fear cbwck 
yu normal 
lee ee 
ianding noe 
the abc 
tpossblel 
Bomatines thie auts-et a handy: other Ura 
fan lw you down. Wher speed i ay presn Eg 
chor Barton» ascond Ea ust boots you fae 
your Beinn; eh baunas you 0 reaase th 
You'll instantly 
drone greund able dash ow 

pontine grapoieg along 


TENG Suppiie! 


The TENG Supplier is another piece of standerd- 
issue hardware carries by al foot solders. Stow 
2 your grenades and switch to the TENG Supplier, 

T Finally the Anchor ean also be used as on 2 gure device tht fobs gobs of your TENG 
" Unely weapon to help you stagger enemios at at whatever you're targeting. Press the Ergger 
" elose range. Reply press the Anchor button ence to fre @ gob of 100 TENG. or prass and 
"to essai a nearby adversary, causing your hold the trigger to charge up e bigger gob of up 

target to stagger backward with each impact. 2 1,000 FENG 

By keeping enemies stunned wth the Anchor 

YOU can ovoid damage while losing in to delver 

Powerful mois blows and the ike. The loser the 

target, the easier I 18 to keep them staggered 

‘wth the Anchor 


OMNI 


Hic an enemy hard enough in the head 
‘them skyward. You can then "hig 


Use the T-ENG Supplier to feed thermal energy 
+ ‘Eo teammates wha are low an the precious 

) Harmonizer substance—they're sure to thank you. in the 
t ‘campaign, your teammates’ TENG levels are 
shown along tha top of your scradi so you can 
quickly tell wha's running low, Ifa teammate 

is firing an energy-based weapon, supply them 
with TENG to keep them blazing away. Tha 
‘TENG Supplier is also used to open ENG Bares: 
‘Sae the "Common Objects” saction for further 
dail. 


‘The Harmonizer is a special device carried by 
al foot soldiers, es sole purpose is to convert | Sparen. Avot re 

ENG to health. patching up the mortal damage | Swe 596 we those glowing ao 

| that ground troaps are go likely ta receive, (See 

tthe "T-ENG" section for mare on this important 
substance.) The Harmanizer automatically 
activates whenever your health isn't full, but 
‘it’s slew to heal you by default. Press and held 
‘the Harmonizer button ta.guickly restore your 
health when you've suffered heavy damage. 


H 
{ 


‘Anyone can point @ weapon and pul the trigger, but true Last Planet warriors knaw haw to break their 
fenamies down-—how to bacome one with the glorious camage of war. Here we touch on the most vital 


sils and techniquas needed to achieve gadike battlefield superiority! 


Know Your Rell 


Exploit Weak Points 


No, that's 
not a typo, 
There is @ 
technique in 
Lose Planet 
2 known as 
‘the ral. By 3 

clicking the right analog stick and pressing the 
‘Jurmp buttan, you ean perform @ quick rall in any 
direction=and duting this rol. you are completly 
invincible! That's fight: Absolutely nothing can harm 
you while roling. If yourdon't believe us; try raling 
Into a propped-up Dummy Grenade and see for 
yourself! 


= 
2 roll ea harmlessly set Ie off, then ge about 


Beware: 
Though you 
are invincible 
while rolling 
you are 
extramely 
vulnerable 
while standing 
up from a roll, suffering many times the normal 
‘damage from attacks. Propar timing is therefore 
vital Practice, practice, practice—for mastering 
‘the rol is the first step taybecoming a near- 
Invincible agent of doom! 


7. 


‘Suite. The roll technique le usually the most 
pprectical option, though. 


Everything 
has a 
weakness 
that ean be 
explolted— 
even the 
great Achilles 
had his 
Vulnerable heel. Learning to exploit: your enemas: 
weaknesses is another kay to victory. for attacking 
weak points inflicts many times a weapon's narmal 
damage. Even the standard-issua Machina Gun can 
{uickly topple mighty foas sa long as weak points 
are targeted, For human soldiers, the weak point 
|g the head. Refer to the “VS Database” and “Akeid 
Intel” sections of the appendix ta learn the specific. 
weaknesses of every ather potential adversary. 


‘Shoot Grenades 


Most 
renades are 
designed to 
be devas: 
tating on 
‘their awn, but 
by shooting 
agrenade 
after thrawing it, you ean greatly enhance its 
blast radius and explosive power. Practice hurling 
[prenades and then shooting them just as thay near 
their target—you're sura to enjay the results, Not 

‘grenades can be detonated by shoating thar, 
‘mind you: the anas that gan't may be e safer 
‘option in a crowded area. See the "Weapons and 
Gear” section of the appendix for details an every 
type of grenade. 


In the right hands, any weapon can become 

a lethal tool-—but powerful weapons certainly 
make kiling stuff easian Rocket: Launchers 

‘ara 2 good start; VS weapons are among the 
ost powerful around. There's a host of secret 
‘weapons to unfock through the Slot Machine as 
wall, which {accessed through the My Page 
menu. See the "Unlocking Stuff" section for 
‘otails, and refer to the “Weapons and Gear 
Section of the appendix for weapon damage 
values and ather important: stats. 


7. 


A stationary targot is easier to hit than a 
moving one, sa don't ever stand around Ike a 
hapless newb. Stay on the move and use your 
radar ta track enemies, seeking to flank them ar 
{gain 8 superior firing vantage, Exploit cover to 
minimize your exposure as often as possible, and 
be ready to rall at a moment's natice to avoid 
‘certain doom, 


You'll encounter a variety of important abjects while exploring Last Planet 2's rich environments. 
Let's review some of the mast comman abjects you'll see, 


(Data Posts 


I diseover plenty of Data Posts while 
‘exploring the vast regions of ED.N. I Approach 
these stubby metal cylinders and rapidly press 
the Dash button ta activate them, extending 
‘atall antenna. Once activated, a Data Post 
‘extends your team's Battle Gauge by S00 

points and provides your team with radar intel 
ff the currounding area. Al Date Posts appear 
‘on radar; So once you've activated the first: Data 
Post in an area, you can Follaw your radar to find 
‘others 


ONIN 


ee 
“we Cert e 


=< 


s thw Gattis Gauge 
ee 
‘Your team's Battle Gauge Is ertially important. You 
tegin each Inssion with a cereain omount of 
Settle Goupe paints and t's game over lth Battle 
Gauge over tals ta zor, The Bele Gauge Is reduced 
17 300 points wtenever you ara tzam member sled 
(ot counting hose eruay Al teammates. you 
teammate is led whe plstng VS, the Bate Gauge 
is reduced by an even greater anount—prese the Desh 
Sureon eo ec rom a VS bere explodes nd aeld 
this grave penatey. Aways beep an eye aut for Data 
Bosts; each ane extends your Suttle Gauge by S00. 
once when activated! 


Control Posts ‘Thermal energy CFENG for short] is life on EON. 
SS ———— 
II You begin each roission with a small amount of 


+ ‘FENG, end the subotance ls corn falas 65 
[ BF ay siowira cron pons whetover practi snyehing 
L ; filed. The Boger the pal oF FENG, the mara 

? points c's worth whan ealeted, TENG fused to 
fcthave Vital Sis, fire ener-Haed Weep, 


tnd reatore lost hen through deve ealed the 
larmonizer. 


Posts come 
fin attorent 

called PENG 

‘Approach Chargers are 


‘a Control found in later 

| Post andro poss tw bashitzon ts aenataearain 
just ke 2 Data Post. Cantrat Posts commonly missions. 

‘cause important: changes in the environment, such Stand near 

‘as opening gates. lawering forca fields, and'sa on. one of these little hubs of heat and watch your 

‘Keep an eye out far Control/Pasts: you'll find them ENG skyrocket. Exploit FENG Changers to 

‘marked on your radar as wall ‘stockpila ammo for energy weapons. 


Other enviran- 
mental 
objects. such 
as taling lava, 


an provide 
you wit a 

steady source 
Of TENG as x 
well. The rule of thumb goes: fit gives off lats of 
heat. i'l likely help you hoard T-ENG! 


Switch to the TENG Suppliar and fire gobs of 
thermal goodness at an ENG Box to apen it. 

© gaining access to the content within. The more 

| Valuable the prize inside, the more T-ENG [i 

| fake to open the ENG Box—so don't ave up if 

|e taking «wie to go the goods! 


[=] eoxes 


Fragile wooden crates can be attacked and 
shattered. potentially revealing hidden goods. 
Destray every wooden crate you see to acquire 
special gear you'd have atherwise missed. 


/ 1 Boxes are somewhat: uncammon objects 
‘that eccasionally pop aut of defeated enemies, 
‘The more powerful the foo, the higher the odds 
tell ve you (71 Boxes when kiled. Callect these 
" Valuable objects before they vanish, for every 
171 Box contains a fabulous prizat Mast con 
"credits that you spend at the My Page menu's 
Slat Machine to unlock bonus character parts, 
| weapons abies. and mora—but the oscasional 
{71 Box will contain one of these unlockable 


[peceat 


‘When playing with frienca, collecting £71 


(eapecially from bone enemies}, and position 
‘Sen. Then maybe buy them lunch ta make up 


Barrels can also be shot and destrayed—but you 
don't want to be standing near them when that 
happens! Unike crates, barrels go,"boom” when 
blasted, and it doesn’t take much ta fet them 
‘off, Look to exploit barrels, detonating them to 
annihilate the unwary. 


Ladders 


Ledgers 
‘are simple 
‘enough: 
‘Approach 
‘one and 
prose 

‘the Dash 
‘button 

‘tp grab hold, then start climbing up ar down, 
‘Avoid using ladders when passible, though 
you're often exposed and highly vulnerable while 
‘elimbing, Favar the Anchor instead; i'l likely get 
you where you're going much faster: 


Vital Suits (VSs) are highly valuable objects that 
should be exploited ta their fullest capacity. 
‘Approach a vacant VS and press the Oash Button 
to enter ic, Ifthe VS can support more than one 
‘occunant you Wilineed to press the Anchor button 
to activate the gut and bring it fully online. By not 
activating the suit rightGway.you give teammates 
a chance to climb into any additional seats-to man 
additional turrets and the Hike. 


pees yc ae 


weapon and press the Change/Pick Up Weapon 


Many Vital 
Suits spart 
special 
functions, 
which are 
primarily 
accessed by 
clicking and: 
holding the loft analog stick, and then pressing 
triggers and buttons. For exampla, the GAH-4285, 
Bleed can unleash pawerful malee attacks while 
the left: stick is depressed. All Vital Suits that can 
Jump can also be mada to crash back down on foes; 
simply press the Jump button a second oF thind 
Lime fin the ease that the sacand press causes 
the VS to hover). Gat ta know your VSé inside and 
ut by referring ta the “Vital Sult Database" in 
the appendin, and also by viewing the VS manuals 
through the game's PDA menu system, 


Occupants of 
2 Vital Suit 
ssutfer ne 
damage; the 
VS soaks up 
very attack. 
fa VS suttars 
00 much 
damage, it will go entical and explode—prevent this 
fram happening by retreating, exiting the VS, and 
repairing it manually by rapidly pressing the Anchor 
button to weld it. (The Harmanizer cannot be used 
to repair a VS.1 Repairing a VS requires a healthy 
‘amount of -ENG; the VS's health bar appears 
onscreen while you administor the repairs, llus~ 
trating your progress. 


lect from an alrtorne Vi, however, ar one 


ONINIVELL DISVE 


Vital Suits can take quite'@ pounding, but 
they're not invincible. In fact. almost all VSs 
have their weak points.=if you see purplish 
‘electric shocks fly off while attacking 2 VS, 
‘you're striking'a soft spot—kaep it up to quickly 
‘bring down-the brute. Refer to the “Vital Suit 
Database” inthe appendix to learn every VS's 
‘vulnerabilities, 


osvs 


Each time you complete eGampaign mission, when you complete all missions in a chapter, 

) you're taken to the Ares Results screen. Here you're taken ta the Chapter Results screen, 

| your overel performance is evaluated and you're where your total performance across all 
| given @ ranking. From worst to best. the ranks migsions is lculated, The better you fared in 
| Pun as follows: 0, 0, 8, A, and S. ‘each individual mission, the higher your Chapter 
: Results rank will be! You can also view graphical 
information on your accomplishments at. the 
Chapter Results screen, and you can open all of 
‘the £1 Boxes you collected over the course of 
‘the chapter to see what they contain (usually 
ceredits for the Slot Machine). Don't worry if 
forget to open the (91 Boxes; their contents 
‘automatically bestowed to you anyway. 
Many fetors are taken into consideration at 
‘the results screen. In general, sre to do the 
following in each mission to achieve the highest. 
ratings 

+ Kill lots of stuf 

+ Bitend the Battle Gauge by activating Data 

Poste. iE 

+ Avoid dying to maintain e high Battle Gauge. 

+ Gollect lots of TENG and (71 Boxes! 

+ Achiave Battle, Co-op, and Episode GJ 

‘Awards (see the "Unlocking Stuff” section. 


at 
ay 
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Why strive to perform well 


‘of Career Points you aceive at the end af each chapter: The better you perform, the more points 
you'll receive, and the faster your Career Level wil increase! Your Career Level lets everyone know 
how experienced you are with Lost Planet 2 


battle? t's simple: Your performance is directly tied to the-amount 


Understand that you hava independent: Career 
Lovels for each faction in the game. For examal 
when playing campaign chapters that: grant, you 
‘control of the Snow Pirates, you gain Career 
Experience for your Snow Pirate faction. The same 
‘ule applies when playing Online Battle matches; 
you'll gain Career Experience for whichever faction 
‘you choose ta play as, Each faction’ Career Laval 
‘can be raised all the way up to 99, so there's 
plenty af raam far grawth! 


‘A vast number of spatial goodies ewait you in Lost Planet 2 From 


Secret characters to advanced ot 
You're certain te ba unlacking stuff far mat 
‘special unlockables are primary acqulned t 


120 


‘and special abilities, 
to come. These 
ih playing the Siow 


Machine, accessed throuph tha My Page menu--but first. you need ta 
rab thase [9] Boxes far Slot Machine credits! See the appendic far a 
list of Lost Planet: 2 unlockables and how to got them. 


Backers 

ae 

aa: 

a. a 
iter = 


you achieve higher ranks from battles, which 
translates into mare Career Paints! Thess 


challenges fal into three eatagaries Episode. 
Battle, and Co-op—and there are usually mulkiple 
Gu Awards ta win for each challenge (branze, siver 
and gold), The appendix lists every Gu challenge, 
along with the awards you can win from each one 
and info an haw ta complete them. 


Episode GJ: These are special challenges specific. 
to campaign missions. The challanges are usually 
posed to you at tha start of each mission area, 
but sometimes you neod to explore a bit to 
receive al of the challenges. The walkthrough 
lists the available challanges in each area, and 
Episode GJ challenges are alsa listed in the 
‘appendix for quick reference. 


Battle GJ: These are special challenges related 


‘again in any game moda, but each challenge can 
‘nly be completed only ance per Online Battie/ 
campaign ares 

Co-op GJ: These ere special challenges related 
‘to teamwork, such as blocking incaming fire 
‘with Shields so your team can safely advance. 
These GJ challenges can be completed aver and 
‘ver again in any game mode, but each challenge 
can only be camplated ence per Online Battie) 
campaign area, 


\ 
) memmecene my SORE. UnaLereetee Be untae RORY OF douiinaaing meprenaty Prana 


CAMPAIGN MODE 


‘The following icons appear an the walkthrough maps. The icons are easy to 
Identify, but refer to this legend when you need to reference their meaning 
This same legend also appears: at the front of the book for easy reference. 


Weapons VS Weapons 


LOSE PLANET? 


a aS 
EPISODE 1-CHAPTER O 


Objective 1: Locate the Akria Nest 


‘Your team is stranded in the frigid wastelands of E.D.N. ill and dangerously low on thermal energy 
(TENG). You've got your :rusty Machine Guns and a few Hand Grenades, but you'll be in real trouble if 
you dan't find more TENG soon. Fartunately, you ve detected an Akrid nest not far fram your current: 
position 


‘Weapon Type: Norm 
hip Size: | 
Default Armes 4 


‘0s many Trill as you can fram the comfore af your 
Slevated vantage. You'll eventually touch down and fla 
phe sees BS Hand Grenades are thrown explosives that dea! heavy 
damage to all targets caught in their sizable blasts. 
psa They bounce and ral after being thrown, detonating 
Weapon Type: Siandars 
Ficing Speed: Fest 
(ip Size: 50 
‘Detaute Amma: 200 
‘Approach 
the nearby 
signpost 
and press. 
the Males 
‘Attack button 
ta read if 
bs for a Lost 
Planet 2 gameplay tip. Keep an eye out for similar 
ignposts; they provide useful clues, 


heme. You can modify your contrala 
‘time through the BOA menu system. 


procecead ay coRyrIgne Unaucnertz or uniawrul copying ar sewnieacing expremsty Preheted 


[Ersee Corer [Emote [Eman €or Enea 1 (Eee Earn) 
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‘Weapan Type: VS 
Firing Speed: Fast. 
Clip Si 


‘Approach ine of the nearby Vital Suits (VS v' 

a GTT-O4 Nida, then press and hold the Melee 

‘Attack button ta enter it. Press the Anchar y 

button ta bring the VS onine under your contrat, | We ating Gun ensame ba seared stm 4 
the weopen'a recalls ae gree that « i 

NOTE remain statlonary while fring a VS Gatling Gun to bt 


While piloting © VS, you are completaiy maintain balance, 
Immune to damage and often enjoy superior 


esp alegre pledge Follow your 
ee ee eat Fallon you a 
“Accnok button ta ene your Vil oe theaugh 
ey cab eee the deving 
fy a4 snow ityou H 
tke, exit a 
your VS for Ea 


to eollact the Hand Grenades you notice near 
some barrels along the laft side of the trail 


Sblect= outlined with this effect and be sure 


SS } 


‘Weak Paints: Knee ne 
taekpack enckpt 


SmPone Lemeriuien 


e's not 
lang 
before you 


the B. 
Aird you t 
detected : 
Bevera 

Sepia emerge fram a collection of tive-ike ‘ 


The G70" eters hgh armor and canbe 
Sh hei 
ae per ae 

ee Sencceg Torn your VS Gacing Gune to 


plo ino the fray Unie the Sepia and their Genessa hives, cuttin 


fsnoheverorboost | down these minor threats in shart ander 
bilities, but ies ample armar helps make up farits |) Destray al of the Genessa to stop the Sepia 
Tak of mobility. 


fam emerging, 


proteeed by eenyrigne. Uneuanerties Or uniawh eanying BF deuineiadihg sipresaty prontaed 
he 


‘PENG Release: 15 points fon deach) 
‘Weak Paint: side mouth Lcore) 

191 Box Probabiley: 10 percent for 
1 PYBox fan death 


0 a thele prey trom all angies. Qangerousanly 
In large numbers, Sepla are easily Killed with even the 
mast hasle weaponry. Eliminate their spawning hives to 
Stem the Ede of reinforcements. ama 


(Sbjective B! Proceed te the Camp 


The Akrid have bean dealt: with and you've acquired 
enough TENG te continua on, Readings suggest 

a campsite ahead, but: it's quite @ ways off 

Gain mare intel by activating the naarty Data 
ost: simply approach tha Data Post znd ranily 
press the Melee Attack button until the post is 
fully extended, 


‘As you defeat 
the Akrid, 
bbe sure to 
ceolect the 
orange gobs 
of TENG: 
they leave 
behind, This 
precious substance is vital ta survival in the harsh 
Conditions of E.D.N. i so callect every ounce af 
TENG you sea, Defeated enemies may also leave 
2) Boxes behind: eallact these ta receive credits 
‘and special prizes at: the end of the mission! 


restoring you to full health. In an emergency, 


Once 
activated, a 

Data Past 

enables 

your radar, 

jiving you 

intel on the 

surrounding i] 

area. Your current objective always appears as 
a blue diamand on your radar—in this case, the 
‘marker points to the campsite. Use your radar 
to get your bearings and start moving toward 
your objective 


your Battle Gauge and goin the best odde 


Blea pa See ee a ee 


‘There's only one way forward, and it involves 
scaling tha tall cif ahead. Stand at tha base 
‘of the rock wall and look up. Press the Anchor 
utah to fire your Anchor at the top af the cliff 
‘and 2ip up to higher ground, 


‘Your targeting craashairs turn green 


Messin’ with T-ENG 


ead the signpost atop the ciif for a hint 
fabout using yaur TENG Supplier to open special 
objects called ENG Baxes. Switch to your T-ENG 
‘Supplier as instructed by the signpost and fire 
bobs of TENG at the ENG Blox until it apans, 
revealing a Rocket Launcher. Stand over the 
Weapon and hold the Change Weapon button ta 
piok it up, 


etal Ammo: §-10 
Max Arena: 20 


Unlike VS weapons, Racket Launchers can be stored 
a « secondary weapon, ready tobe pulled out 


Advance 
ta the 
opposite 
fend of the 
elf. A 
swarm af 
fying Akrid 
known as 
Trlid emerge from the horizoh, darkening the 


sky. Switch to your Machine Gun and-maw down 
these airborne hostiles, eollacting any TENG 
they drop within reach. Defeat: the Tlid quickly 
cr they! swoop down and strike, 


Heath: 
| ENG Release: 10 panes (an 
death 
| weak Paine: Ta 
| 21 box Probability: 10 percent 
{1171 Box (an aah 


| Ted are tying brid with minimal combat ability. 
‘They eravel in flecks for protection against stranger 
| predators and attack simply by diving straight 


Having dispatehed the Trlid, drap off the opposite 
edge of the olif ta reach the abjective ste. 
Advance and activate a second Data Post hare to 
‘add another BOD points ta your Battie Gauge and 
Unlock a new respawn point—both may soon come 
‘nhandy, 


angry AKRIE 


‘Just beyond the second Data Past, a giant Akrid 
femerges from the powder and begins its attack 
‘This towering fiend is known as a Chryatis. Keen @ 
distance to avoid the Caryatis's scythe-lke limbs. 
Target the vulnerable orange sections of ts arms, 
and algo its bulbous, glowing pasteriar—these ane 
fa Chryatis's primary weak spots. Tass grenades ar 


lunieash your Rocket. Launcher from a safe range to 


Quickly bring down this brute. 


‘Health §,400-7.500 
“FENG Release: 700 points (on deat 
‘Weak Points: 

{91 fox Probability: 100 percen for 
31 Bava (on death) 


can freely punish its glowing posterior—ancther 
Sey weak point. Use the mest powerful weaponry at 
Your dispasal ta bring down Chryatis before thelr 
orteaching attacks annihilate yeur team. 


Get te the Chopper 
Large 

enemies tke 
the Chryatis: 
are sure to 
ve off fats of 
FENG and (91 
Boxes whan 
they finaly 
fall. Run around and collect all of these goodies 
before they vanish. 


With all FENG 
and (7) Boxes 
collected, 


follow your 
objactiva 
marker 

ta locate 

a nearby 
transport helicopter. Run ta the transport: to hop 


aboard and complete the mission, 
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Sat 


that you activate Data Posts to gain some intel 
‘bh the Gurrounding area. Run straight-up the 
path ang bring the nearby Data Past aniline 
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find & and 
eee 


tthe Data Post to exp 


your intel of the ares. 


Genessa 
suddenly 
luntureaw 
fs you 
‘move past 
the second 
Data Post. 
Unload an 
these Airid hives to destroy ther before they 
Spit out too many Tilid, Remember to soak up 
‘hat LENG! 

ne or 


a 


Lt tt == 


Shore Range 
Firing Speed: 


Maduim 
‘hip Sze: 10 
Default Amma 30 
Max Amon: 


‘After wiping ut the Trild hives. you're ordered to 
rendezvous with anather team. Fallow the path 


to a grassy clearing whare the team you must heckuva punch. Unlood on nearby fees and watch them 

‘meat awaits. fly backward in agony! Because Shotguns teen knock 
| enemies backward and require little finesse to wield 

Chryatis Battie | etfecivey, they're exceptional for use i confined 


spaces, ar when faced with aggressive Akrid that 


Dispatch 
che Chats GRE 
tomlares ene 

ot your Epiodn 
Su Avera 
Ceca your 
Ses 
SS 
tha naurby Data Post. Bnging this end Data 
vour rorforcomente couldn: have Home ot a Past online earn a Gold Episade CX Awara 
etter ime; A manetraus Qintis Auden Funes 

(fom the ground, eunoeies eavthalka orien = ANI ete 
2 fury Punah the Chycie's vanarabla arenes Conioue up 


and glowing posterior with heavy Machine Gun the tral, 
fire Irom a safe distance just as you dis before, __-whare more 
Use grenades when possible, particularly ifyau Arid contacts: 
‘manage to stun the brute and send it crashing to appear an your 
‘he ground radar Sepia 
fare amarging 
Wish you from a nest 


Ware packing 
a bit mare 


of hives. Annihilate the infestation to claim mare 


‘TENG and clear tha way ta the mission's ext; 
firopowac? 


Search around pte “2 Advanee to 
for a mound of ag ‘the ned zone 


dark mud and at the far end 9} 
rapidly pres of the ral 
the Melee Attack button to dig there, uncovering ao camplate 
hidden Shotgun. The Chryatis's weak spots wan't the mission. a 
be able co cope wth to many doserange lees Durig he 4 Pace 
Sane final gecands, vs Es 
perform any emote to fulfill another Episode 
GU Award, 
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‘You've been ordered to investigate a nearby 
‘mine, where the Jungle Pirates are believed to 
bs hiding. You may go ona of twa ways: Either 
ceross the shallow river and follow your comrades 
toward the Jungle Pirate camp, on turn right 
land follaw the river to the Akrid Gauntlet (see 
sidebar). If you're playing with friends. fee! free 
to spit up and go both ways at once! 


ae 


‘Weak Point nse maven core! 
TENG Rel 

171 Bax Probability: 10 parce9t for 
"PLB fon deat) 


they explode 


10 ports (an death) 


tise selfdestruct te inflict even greater damage when 


Wipe out 
every Akrid 


Genessa to 
satisfy an 
Episode GJ 
Award, and 
activate @ 
Data Post if you wish. Attacking this Ard infes: 
tation is completely optional, mind you, but it's 
sure to help imprave your end-of-mission ranking! 


Sungie Pirate Camp 


Fun straight across the river from the mission's 
‘start point to locate a campsite full of hostile 
Jungle Prrates: Activate the Data Post near the 
‘camp's entrance to bring your radar online, then 
Use your radar to pinpoint hostiles. Careful: Unlike 
Aksid, thase Jungle Pirates shoot back! 


ete help you identity where enemy fire halla 


Fight your way to the second Date Post at the 
camp's far and, colacting TENG from fallen Jungle 
Pirates as you go, Activate the second Data 

Post to extend your Battle Gauge and enhance 
your radar. 
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dispatching 
more 

Jungle Pirates that have scattered in 
‘Surrounding brush. The trail ends at 

‘gate. Appoaach the nearby Control Past and 
rapidly tap the Melee Attack button ta connect: 
its circuits and open the gate. Step through to 
completa the mission, 


ate the Power Generators 


You've fought: your way to the Jungla Pirates’ Due to the open nature of the mining compound. 
mine. Now you've got ta destroy the place. The there are many ways ta approach this mission. 
"best way to accomplish this invalves disabling I you're playing with friends, feel frae to split up 


tthe giant dell in the center af the compound, Ta and. go after the Power Generators ia any arden 
do this, first-activate fiva Power Generators in Use the downhill trail to discreetly inftrate the 
tthe vicinity ‘compound, collecting a Machine Gun for more |e 

amma along tha way, 


Beware of the many unmanned GTN-AGIM/C 
Zebet auto defense systems stationed around 
‘the mining campound—their heavy gunfire wil. 
‘cut you to ribbons if you leave yourself exposed. 
Destray-the.vulnerable orb-like sensors to 
Quickly disable these defense turrets without 
‘expending much amma. Keep to the complex’s 
Interior corridors unt yOU've'destrayed-ll af 
‘the burrets—charging into Ene open central 
‘ground is dangerous. until all of the Zabets have 
been dealt with, 


‘Remor: 100 (GTN-ADSIMI 


aes 


The mining 
‘eomound 
also features 
a handful of 
stationary 
GTN-ADt 
Turntable 
turrets 
‘manned by Jungle Pirates, One sits in the center 
of the complex near the base of the giant: dri, 

land another i alfised to the calling above Power 
Generator 1. Use powerful weaponry to destroy 
these turrets; grenades work wonders. Don't 
worry about targating the gunners themselves; 
they're completely protected by their Turntables 
lust lke you are when piloting a Vital Suit: 


‘emer: 300 
VS Weapon Sis: 2 
Weak Paint: Conipe: 


‘Turneabes are immobile defense 
‘trets that ean be rotated a full 


ebets, Turntables must be manned 
‘order to function. However, the lack of any sore af 
mobility makes Turntable plots siting ducks-—prine 
Targets for grenades, rackets, and gunfire. 


Activating the Power 
Generaters 


‘The five Power Generators are well dafended, 
Here's a quick rundown of where they are and 
what's guarding them: 


Power Generator 1: In the lawer corridors, to the 
Southwest, this generator is quarded by several 
Jungle Pirates and a Tumtable, Use grenades and 
approach with caution, It's easiest: to attack from 
the south. 
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Generator 
4: Find this 
‘one an the 
‘eentral 
platform, 
near the 
giant dit 
It's guarded by multiple Jungle Pirates and a 
Turntable. Advancing on tha Power Generator 
alsa exposes you to the northern Zebet 
turrets that fre from a high open shutter. The 
Power Generator 2: In the upper corridors. to Zebet's controling GTN-ACSM is outside an 
the north, the second generator is quarded by @ the shutter's exteriar beleany; dastray it to 
Zebet. Use grenades to destroy the sensor orb deactivate the GTN-AQSCs. Then hurl grenades | 
without overexpasing yourself to the gun turret. and rain fire on the Turntable, which sits 

completely exposed near the Power Generator 


Power 
Generator 
5: At ground 
level, ta the 
southeast, 
the last: one 
Is guarded 
by Jungle 
Pirates and an enemy GTF-13F Vansa armed with 
VS Migsile Launcher. Stay mobile, use grenades, 
Power Generator 3: On a high rocky ledge, to prick the Vena inta missing, and attack in force 
the east, multiple Jungle Pirates guard this while it reloads, 

‘generator Thin their ranks fram a safe range. 


(Objective 2: Activate and GeFend the Contro! Unit: 


Once at TH 
five POWER Te earn on Eplnode Gul Award, con's alow the 
Ganarators Juma mary at the Gantral 
have been Unies 
activated, 
you can The Jungle 
Hethate Pirates come 
four in free 
" Control Unite lustered around the mining at first 
Compound’ central dei. Twa Control Units are Storming the 
“directly beneath the dri plaviorm: the ather compound 
"two stand in opan ground just ta the south. with waves of 
You must activate al four whe battling against Soldiers and 
Jungle Pirate reinforcements end struggle to. even a formidable GTT-01 Nida VS. Don't activate 
ieep all four Contral Unies active fer 80 seconds ny of the Control Units at first: stay mobile end 
nti! the dil collapses. focus on dispatching this nitial slew of hosties 


(particularly the Nidal instead. The Jungle Pirates 
primarily attack from the narth and west; use your 
radar ta see where they're corning from. 


Procecers By copyright. Unaucrerized or urtawrut copying ar slawniaacing wxpreasty prefaced y 


LOS NET? = 


(Once you've thinned aut the enemy ranks 
‘Grab the VB Gating aid dealt with their VS, split up and 
wunedativate the four Control Units. Start 
with the twa under the central platform: 

they're the easiest ta defend. Careful: The 
Jungle Pirates will attempt ta shut down 

© the Control Units you've activated—don't 
let them. Keep a wary eye on your radar, 
stay alert, and kaep all fur Control Units running until the drill finally collapses 
tthe mine, 
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a) 


Plasma Grenades emit a far-reaching electric shock 
that zaps everything nearby, efectvely disabling 


{cen coco ia 


‘PENG Release: None 
171 Bax Probability: 10 percent fort 
(P2 Box on dose) 


Vodego are large, resilient Akrid warriors that scamper 
about very guicly, always 


Fight your 
way to the 
second Data 
Post and 
activate ie to 
‘extend your 
radar even 
Pa farther. From 
‘there, dive into the water and travel northeast. 
Using your Anchor to emerge from the water and 
‘scale a elif, atop which sits the third Data Post. 


Benge Danger 


Bawara! A hulling Aknd Whown as @ Dongo lurks 
atop the clff near the third Date Post. Stay mobile 
and circle around the brute to avoid its ral 

‘charge. Aim to punish the Dongo's glowing tal 
with close-range Shotgun blasts as you strafe 
Circles around the creature, 
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‘After putting down the Dongo, make sure 

Your Shotgun is fully loaded. then run over and 
‘activate the third Data Post, After yau do, 
multiple Vadagg emerge from the ground all 
around yau in an ambush. Start maving and 
blast these dangerous creetures each time one 


draws near to strite. Find and dastray thair 
nearby hives: ta pravent: mare fram emerging, 


Venture narth from the third Date Post to reach 
‘a valley quanded by two Dongos. As before, stay 
mobile and circle arqund tha Dongos t 

their roling charge. Unload on their gl 
tails with Shotgun blasts to drap each Dongo in 
short order 


‘Just: beyond the Dangos. a group af Vodogg 
{descend an your team fram the vallay's high rack 
walls. Keep moving and don't-stop blasting away 
with your Shotgun until the valley is secure once 
mone, Activate the fourth and final Data Post at 
the far and of the valley afterward to complete 
the mission, 


| S0Dsigs 
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Prax (ER ee 


Central Command has ordered your team to 
hook up with reinforcements they've daplayed in 
your area, Advance to meat the friendly traons. 

then tremble in fear as a monstrous Category G 
(Cat-G) Akrid suddenly emerges from the depths 


of the nearby reservoir! 


1=Gurrer THE 


“Health: 2.600, 
‘Weak Points: Head, ms, 
side eprendanes 

‘TENG Release: 1,000 points 
171 Boe Probability: 100. 


‘attack the weak spats. Remain In motion, exploit 
‘the avaliable weapons, and target the bess'sglewing 


‘weak spots on ts head, links, and appendages. 


Push to 
te central 
Data Post 
and quickly 
activate It 
while the 
Akrid Queen 
is stil rising. This will extend your Battle Gauge 
‘and activate your radar. Tha moment the Data 


Post is onlina, immediately spread out your team 


to present the Akrid with multiple targets— 
ramaining in a tight group is not recommended 


The tall 
metal 
platform 
south of 
the Data 
Post is 

‘8 goad 
place to 
thang out. You ean grapple up to the ton of the 
plaform for a better view of the boss, and leap 
off ta avold attacks 
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The stai¢case near the east gate is anather 
relatively safe spot. Many of the boss's attacks 
can't reach you here, and you can duck out and 
Unload on the boss whenever ite abtentian has 

been diverted elsewhere, 


The battered 
metal 
platforms: 
along the 
wast cliff 
are good 
places to 
attack the 
boss from, You'l find # Rocket Launcher and a 
\VS Gatling Gun up here, which are both helpful in 
quickly destroying the Cat-G. 


Battling the cat-c 
Beat this big. bad boss by staying mabila and 
piling on the aggression. Wound the Queen's 
limbs and appendages to stun her, then punish 
the weak spat atop her head when it lowers, 
\Whatevar you do, don't run around with low 
health; all of the boss's attacks are devas: 
tating, go be quick to activate your Harmanizer 
when the need arises! 


Target the 
orange 
sections of 
tthe Queen's 
the smaller 
appendages 
‘an her sides. 
| you disable one of the creature's arms, or all 
‘three of her side appendages, the Queen becomes: 
wounded and bows her head while she recovers 
from thedamagaidone to the,jimbs. This exposes 
anather weak spat atop the Quen’ skull 


‘Any time the Queen's head dins down, immediately 
punish her primary weak spot, located an tap of 
the skull. Grenades are highly effective, particularly 
when shot and detonated in midair as they ne 
theie mark. The Racket Launehar and VS Gatling 
‘Gun found on the battered platforms along the 
area's west elif are alsa both highly effective and 
should be used to great advantage. 


Hit the Queen's hea’ hard enough and she may 
collapse all the way to the graund. Now's your 
‘chance! Have your entire team unload on the: 
‘Queen's skull to quickly olle an the damage. Use 
‘grenades and other heavy attacks at this paint for 
maximum effect. 


With enough firepower, you can keep the Queen 
sstunnad and prevent her from mounting much 
bffense. This is ideal, because tha Queen's attacks 
are truly nasty once she starts chaining them 
together Do your best ta keep the boss reeling 
lusing grenades, the Rocket Launcher, and the VS. 
Gatling Gun to quickly eradicate her heaith bar 
[ehown at the bottom af the sereen). Always be 
ready to roll at a moment's notice ta avoid the 
Queen's feracious attack barrages 
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Weak Paints: Kes ine, backpack 
ck 

Vensas are among the lightest VSs in service, 
able to carry ane plat and mount en one VS 
laeapon. Theyre slow, have ne special functions, 
‘un multiple weak points, and offer tess protection 
‘than most other VSs. Sil Ie beats walking! 


‘The east gate opens once the Akrid is no more 
Sprint up the steps and through the gate, 
‘Bhen activate the second Data Past, which you 
‘eouldn't access before 


A couple of 
Vital Suits 
stand just 
bbayond the 
second 
Data Post. 
These 
certainly 
‘would have'came in handy ageinet the Cat-G. 
but thay can stil be of some use, Enter one of 
these GTF-13F Vensas and turn its powerful VS 
Gatling Gun loose an the swarm af Sepia and 
\Vodoog near-tha third Data Post. 


Fight your way to the fourth and final Data Post, 
mowing dawn hapless Akrid in your trusty Vensa 


leads to the mission's exit. Well dane! 


e ZY 
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Activate this last Data Past to open a gate that 
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Se ate ere 


‘Weapon Type: Support 
‘Shields are valuable itm that 
completely absorb al impact and 


‘The Jungle Pirates have dug in and fortified thair 
[position near the gate to their base. Split your 
‘Squad and attack the gate from the elavated 
feast and wast edges of tha trail Beware the 
GIN-AO1 Turntable defense turrets in the area: 
lob grenades at:them fram behind cover to 
safely dastroy them. 


Beware: An enemy GTTO1 Nida armed with a 
single VS Gatling Gun emerges from the Jungle 
Pirates” base as you anpraach the gate, Blaze 

away with your own VS and destray the enemy 
Nida before it guns you down, 


defenses, 
switch ta 
a'Shotgun 
and begin 
storming 
tthe gate’s interior (There are several Shotguns: 
within the complex itsolf; destroy crates: and 
‘open ENG Boxes ta find them.) Shatguns will 
‘Serve you best when mopping up tha remaining 
Jungle Pirates in the canfines of the complex. 


eomplex’s 
‘upper floors 
to locate 
vacant 
“GTR13F z 
Vensa. Climb aboard and use les mighty VS 
Gating Gun to destroy the remaining Jungle 
Pirates near the gate's Control Post. including 
the GIN-AQT turrae on the metal scaffolding 


With the gate's defenses completely decimated, 
‘check around far equipment before activating 
the Control Past in front of the gate, This opens 
the gate, granting you access to the Jungle 
Pirates’ basa and completing the mission, 


ar 
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Objective i Activate Dats hosts 


You've fought your way E6 the heart of the 

Jungle Pirates’ base—expect to encounter stiff 
resistance here. Command afders yau to activate 
all Data Posts in the vicinity so they. can provide 
‘you with intel on the enemy's fonees, 


‘Advance until elevates turrets open fire on your 


‘squad’, then sprint inea the shed an yaur right for 
shelter The shed is also conveniently loaded with 
‘weapons, including a Shotgun, a VS Gating Gun, 
je, and some Gum Grenades, 
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In hondy during thie dificule uphil battle.” Your radar shows that: the sacand and third 

With ar without the aid of the Shi Data Posts are right nearby, but it also reveals 

© let ape peta rads that the entire base is crawing with plenty 

‘Sdvenoe, destroying sach turret before more Jungle Pirates. Head east to secure the 

moving peat. second Data Post. bringing down another Vense 
as you go. 


“The first Data Post is defended by an enemy 
\VS—a GTF-13F Vensa. if you're low on grenades, 
blast the Vensa with Shotguns to bring the 
dangerous foe down. Activate the Data Past 
afterward to at lest gain a radar map of 

tthe region, 


Mare enemy Vital Suits guard the base's 
interior, whare the third and final Data Post 
stands. Focus on destroying each VS in turn, 
using grenades and Shotguns to pila up the. 
damage. Activate the third Date Post after 
Securing the compound ta complate your first. 
objective 


Objective 2: Engage the Jungle Pirates 


\With all tnree Data Posts activated, the bridge 
leading into the heart of the Jungle Pirates’ 
stronghold opens up. Climb into the nearby 
‘remains of an enemy Bleed VS to gain some 
extra armor and firepower—you're going to 
feed it! 
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VS Wespon Slats: 4 San alga throw grenades while plating the 
Weak Peint: Cockle 


‘The bridge is heavily deferided by multiple VS 
enemies. including Nidas and Vensas. Use grenades 
land your own VS weaponry to inflict as much 
damage as possible from a safe range. Cross the 
bridge with extreme caution, exploiting what cover 
there is avaliable, 


7. 


Mapping Up 


SS a 
eer eer fier Pagar oe 
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Seal iol an fr aVo Going Gun onde 
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Before approaching the bridge, face east and fire 

‘on the Jungle Pirates from afar. Dastray thee 

GTN-AQ1 Turntable turret and any other targets 
within view. 
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Max Ammo: 100 
‘The VS Shotgun delivers a devastating shart- 


‘This is it: the final push. Use the most powerful 
‘weapons at your disposal to destroy every 
‘enemy contact you sea on radar Kil every 
Jungle Pirate and blow up al of their VS 
secure the compound and complete the 


Ge as 
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Bossi Gordant | Gapla 


> 


fate one the Lege! ec [Lege Destrayed_ | Super Lep Destroyer 


Cave 


Weapon Type! VS i 
Firing Speed: Siow 

Clip Size: 

Default Amma 5 


Max Arne: 20 


Rocket Launcher are in perfect shape. 


[Ensone 2—Charven 3 (Eeueoe S—Cousren 7) [Eonone S—Ciuvren 2 
Cea este Ss 


Advance to Te sco, a i 
discover and third“, mw m 
more ‘Data Posts] 4 7 : 
sunias in stand atop 7 sas Dlg 
the belias neighboring Thi la 
of smal plateaus. We | 
craters. Use your y 
fete fot Os lg 
the Date Post that stands in plain sight to gain reach them, and don't miss the supple littered 

radar map of the region all about 

Objective 2: dereat the Category & 


wide a 2D rons Eee SH 


one Data} Cat-Gis 


Post to the attacks are 
ext, an devastating, 

enarmaus  [@ sobe Se Ee 

Category Re . prepared to AG. ae 

Atria — roll at any = = 


‘smashes up from the earth and begins stomping time to avaid its lashing tengue, foot stomps, and 
‘around, Time for a boss fight! tall strikes, Spread out and keep your distance, 

Lnioading on Gardiant's weak points at every 
chance with your mast pawerful arms. Target 
Gordiant’'s glowing lag joints and the tall arange 
spine on its back 


‘Heateh: 12.009 
‘Weak Points: sos spire, 
nee ones, mouthvangue 
‘PENG Release: 5,000 pores 7 
191 Box Probability: 100 percent for 20 171 Boxes on 


copying oF downmaading expressly pronaited wy r 
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‘within. Simply run straight into Gerdiant's open mauth 
land proceed to the stomach, where Genessa continually 
[appear eo spaven Sepia. Gross! 


‘fear jum. 


the cockpit as weak plot. The ablity to hover in 
‘some much- 


de Follow the trail f putrid ud ts find the “ext.” 
ti be ready 


When Gordiant’s weak points suffer enough 
damage, the creature lets outa heavy groan 
before collapsing to the ground, stunned. This is 

2 prime opporcunity to pile on the firepower! Hurl 
‘grenades at the stationary target and continue 

to punish its weak points, particularly the glowing 
spire atop the boss's back. Retreat: ta rearm when 
‘the boss struggles back to its feet, 


Keep outmaneuvering this lumbering boss and piling 
‘on the damage until the giant at last collapses, 
deteriorating into a pile af oozing goo. Hurry and 
claim those (1 Boxes—you've just completed the 
first Episode! 
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ISODE &2-CHAPTER 1 
Mission 1 


enemies Encounters 


% 


sity 


Use your 
Anchor to 
reach the 
roaftops, 
doing your 
best to 
oop out 
‘of search 
lights. Eliminate the enemy sniper that 
‘on. higher rooftop ahead: his Fille can kill ou in 
an instant. Then dispatch the sold 
first Data Post. activating tha Data Post to gain 
aradar map af the region, 


In Episode 2, you central a group af NEVEC 
Special agents known as Task Farce First 
Descent. Your arders are ta infitrate a city 
run by @ faction knawn as the Carpetbaggers, 
Smash the wooden crates near the starting 
point and sift: through the nile of debris to 
discover Shotgun and Machine Gun. A Rifle 
is found inside an ENG Bax near the water as 
woll—it can help yau pick off enemies without 


Equipa 
Shotgun 
and 

upa dark 
ramp, 
engaging 
‘Carpatbaggers as you follow your radar to your 
next objective. Enemy soldiers pour out of the 
‘corrider ahead: remain just autside the corridor 
and pump the Carpetbaggers full of lead with 
your Shatgun % 


“Avoid dying during this mission to earn an } 
| Episode Gu Award! 


When the Carpetbaggers stop coming. advance into the corridor: 
and follaw it ta the mission's ex, blasting any lingering enemy 
{troops that get in your way. Whila the mission complates, perform. 
‘emotes during the ending counitdawn ta complete another Episode 
Gi Award. 


2 Data 


procected ay coRYrIgnE Unaucnertem or uniawrut copying ar sawrieacing #xpremsty Preheteed 


ee 
[Evscce BCvarren Z) [Evsone 6—Cuarrn 3) 


Noulve breached the Carpetbagyers' city: now 
{you must eliminate certain abstacles that le in 
your path. Advance taward the stone bunkers. 
‘ahead and hurl grenades to bring down their 
‘exterior walls. Now it's easier to dispatch the 
Carpatbaggers. 


Muteiple 
secunty 
have been 
set up 
throughout 
the city 
Moving too 
| close to these red orbs triggers an alarm that 
= summons enemy soldiars, so destroy security 

‘sensors from afar. Grapple up to a high ledge: 
that holds a Shotgun and some Hand Grenades, 
‘and pepper the first sensor with Machine Gun 
fire to safely neutralize i 


jolie A 


‘Afver destraying the first security sensor, move 
‘to where it stood and peek over the nearby 
ledge to spy a second sensor in the trench 
below. Blast the sansor, then advance and 
‘activate the nearby Data Post. 


2. SS SS Se Cl 
—_— 


Moving toward the second Data Post is 
challenging due to the sneaky placement of 
security sensors. Keep to the east side of 

the area and maninulate the camera sa you 

‘can "see" arqund corners, scanning far hidden 
sensors, When you see on, toss grenades at 

it, or mave to an angle where you can fire an the 
Sensor without it noticing you. If you happen to 
‘tigger a sensor, quickly destroy it to stem the 
flow of enemy reinforcements, 


Also 
beware 
the sensor 
orb that's 
hidden in 
‘the shed 
next to 
Data Post: 
2. Again, destray the orb from afar so you can 
‘activate the Data Post without triggering an 
alarm. Have a teammate collect the nearby 
Shield a8 wall—itll soon came in handy! 


The third 
Date Post: 
ig wall 
delended 
by multiple 
Carpet- 
bopgers, 
inelusing 
afew snipers armed with deadly Rifles. A 
Leammate who has a Shield should take up 
position near tha metal barricades so the rest 
ff you can explo: cover while picking off enamy 
troops. 
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‘After thinning the Carpetbaggers! ranks. drop into 


tthe trench beyond the metal barricades and follow 
| to the third Data Post. Activate this third and 
final Data Post to extend your radar and Battie 
Gauge even farther 


‘Make good 
Use of the 
Shield while 
aevancing 
up the allay 
boyond Data 
Post 9. Twa 
dangerous 
Carpetbaggers armed with Rocket Launchers and 
in advanced Battle Armar 
the allay's far end, and this pair can take quite'a 
beating. Stay behind your Shield-tating teammate 
‘or erauch behind the law metal barricades alang 
the allay. and hurl grenades at these anamties from 
‘far, Take your time ta ensure you don't end up 
eating a rockat so clase to the mission's end. 


ns are going off everywhere in the city 
lume have been reduced to @ burning war 
zone, Continue your mission with extreme caution 
gunning down enemy soldiers as you move to. 
activate the first Data Post in the street ahead. 


Open the ENG Bex near Data Past 1 far a mighty 
VS Gatling Gun, then turn the weanan loose on the 
enemy Sioed VS that attacks from the north. Be 


fon the lockout far more leeds and destroy them 
allto earn the best Episode GJ Award you can 
fram the “Destroy tha Bleed VSs!" challange. 


Continue mowing down Carpetbaggers and collecting naw 
‘weapons as you fight to reach the second Data Post. You face 


‘Savaral enemy soldlars and twa mare Blood Vital Suits on the 
way to the Data Post 8. Use the plentiful array.of grenades 
‘and heavy VS weaponry Lo annihilate every hastile contact: as 
you sedure the third and final Date Post site 


At last, you've reached your target: a tnain depot. 
Your ardars are te commandeer a train by hacking 
iss controls. To do this, you'll need to activate 
Control Pest in the area. Enter the depot and 
‘eliminate the, guards on the 
which leads to the Control Post you must activate, 


high ground. 


‘Secure the area and load up on amma, then, 
activate the Contral Past they ware guarding. 

(Once activated, the Control Post must be defended 
for two full minutes while the train's control 
systems are hacked. 


More Carpetbagger emerge to thwart you, along 
With several automated GAN-AD4SD Cyclops 
attack drones, Make-a stand neer the Control Post 
and unload on avery hostila that registers.on radar 
Don't leave the Control Post unguarded until the 
mmission ends in success, 


PISODE &-CHAPTER 2 


Sad 
r ee = 7 Tessas 
= Fetes i. 
ae Patty Ba 
the lant Se conveyor 


auling the Carpetbaggers' secret belt. Drap aff and sacure the area before 


weapon: a massive cannon called the Raiway activating the Data Post to enable radar 
Gun, Your orders ere to commandeer that train = 

‘and steal this awesome new weapon Scary Sentries 

c— 7) Proceed 


Up the long 


F 

Po rama tear 
hes 

eons 


| 
Least r/ ere 


the side corridors and gun them down without 
mercy. Enemy casualties no longer matter: 
Seizing the Rallway Gun is naw paramount. 


Move anto 
a lerge 


| cevayor—— 220m 
ug a to disable all of the turrets before they cut your rs ; 
a team to ribbons. Destroying all of these turrets 
etd ale barns Yous Gas eps ©) Anara 

‘i alone saders you meziner a= 


Fide along 


SSS SS 


Continue 
north past 
the Zebet 
turrets, 
following 
che belts 
to an open 
area files 
with armed Carpetbaggers. Keep your cool and 
remain near cover, eliminating the closest threats 
first as you inch férward. Several enemy soldiers 
‘carry Shotguns. so avoid moving too close. Use 
{your Machine Gun to get the job dona fram a 

safe range 


‘The conveyor belts eventually lead to a collection 

of massive drils known as thé Pulverizar, sa you'll 

want to hap eff before reaching the end. Use your 

‘Anchor to reach the higher platforms and conveyor 
[ belts above the dls and continue ward 


Battle the 
Carpet 
bbaggers atop 
the higher 
belt network 
‘until you at 
‘ast reach 
Data Past 2, 


lecated in a northern nook. Activate this second 
‘Data Post to extend your Battle Gauge and radar, 
‘then continue following the canvayar belt, sprinting 
against the direction t's moving, 


Multiple 
Garpet 
baggers fire 
‘on your team 
fromm side 
tunnels as 
you advance 
down tha final 
bolt stretch. Retaliate, using metal bores as cover: 
Afterward, check the side tunnels far weapons 
before proceeding to the belt's end, 


Pressing Farwara 


Bowara the massive press that: 
the end of the conveyor belt—it ll crush anything 
‘caught beneath it! To make matters worse, a 
host of enemy soldiers lurk just beyond tha press. 
Remain near the red warning lights and eliminate 
‘as many enemies as possible before making your 
‘move. Wait for the press to fall, then sprint past 
the moment it begins to retract. 


‘rick enemies Inte being squashed by the 


Whee 
‘you clear the 

‘conveyor belt 

proceed to 

‘the northern 

shaft, Climb 

all the way up 

the tall ladder 

te reach the area's exit 
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are ta 
cantinue 
advancing 
coward the 
Railway 
Exit 
the eantrol 
0m ih|which you begin and proceed through 
tthe earridars. laating fallen seldiers for weapons 
‘and ammo, Among other things, you'l find 
‘new weapons called Handguns, which feature 
lunlimiged amme, 


the awnrat 


(lip Size: 12 
Default Amma: Uinimizes 


‘rane their wielders the assuran 


Your orders 


yy Flan 
ff your way 
through 
the 
corners, 
using 
Shotguns: 
obliterate enemy soldiers you encounter The 
first Data Post is en a downstairs landing: 
activate it ta enable radar. 


People Under the stairs 
With Data —_ 

Post 1 
‘online, you! 
see just 
how many 
await you 
In the raam at the bottom af the stai 
2 few grenades dawn into their midst and then 
advance with Shotguns to quickly mop up any 


ater 
securing 
the roam, 
spy 
distinctive 
red matal 
doar and 
shoot it 
Until it falls apart, Use a Shotgun and you'll be 
better prepared to hanale the Pawer Arn 
soldiers that rush 
destroyed. Procee 
door ta reach the miss 


{ 


Your vase 
Infiltration he 
‘gone well— 
your target 
‘nearly 
within reach, 
Advance and 
liminate the » = 
Carpatbagger soldiers and GTED1 Nida that guard 
‘the Data Post at the opposite end of the street, 
Use grenades or Rocket Launchers ta blast the 
Nida to bits, then activate Data Post: 7 ance the 


area is secure, “The open area surrounding Data Post 2 is filed 
with enemy soldiers, A Turntable turret sits in the 
enter of tha area as wel. Pick off soldiers with 
Receive 2 Gold Episode Gu Award by ‘gunfire and heave grenades at the turret until it 
roving every enemy VE in this ria 


{goes boom. Aftar Securing the site, grapnie up to 
tthe second Data Post and activate it to expand 
your radar and Battle Gauge 


af 


Contiive advancing tower Data Past 3, which 
‘is heavly defended by miord soldiers and another 
‘two Vital Suits—GTF-11 Drias, this time, Use 
‘the many grenades and heavy weapons you've 
‘acquived up ta this paint te Bring the bebarmaths 
‘down without averexposing your team to their 
powerful arms. 


=a = 


ase 


You've reached your target: now you must crush 
| alllingering Carpetbagger resistance. Unfortu- ty 


nately, the enemy stil has numerous soldiers tragpe down the moment they seers, Keep it 
| and a few heavily armed Dios at ther disposal co es eathe 


up: the mission ends in success when all enemy 
‘contacts have been neutralized, 


© Cantinue using grenades and powerful weapancy 
to wipe out these final threats. 


EPISODE 2=-CHAPTER 


— 


Bunker 


Pi 
"Time 


You've reached your target: now you must seize 
the Rallway Gun. Ta do this, you must first find 
‘and activate three Data Posts in the vicinity, 
‘Open the ENG Blox near the starting paint For 

a Shield. 


Take cover 
‘among 
the metal 
a nearby, 
stone 
bridge. 

A Data 
Post is just ahead. but it's defended by multiple 
‘Garpetbaguers. Pick up the nearby Rifle, chen 
pick off the hostiles near the Data Post before 
‘advancing to activate it 


LOSPEMIET: 


The Data Past turns aut ta be Date Post 2. Data Pasts 1 and @ are 
‘ot far; use your newfound radar ta track therm down, and activate 
all three Data Posts to complete your initiat objective. Maka 2 
‘thorough sweep of the area and load up an powerful weaponry 
before you activate your third Data Post, though—a major threat 
approaches! 


Heateh: 10,000 
Weak Points: Head, arms i 
“FENG Release: 1.000 pores 

171 ox Probability: 100 psrcen: for AY 
20.01 Boxes fon seach; auaeanal (2 
Boues awarded fr rippling weak pons. 


Activating the Data Posts was far too easy, but 
‘before Central Command an gain'eontrokof the 
Railway Gun’s transport train, a colossal Category 
G Akrid lets aut a terrible shriek fram the tap af @ 
‘all building, Not good! The Carpetbeggars quickly 
begin to evacuate their peacious weapon. 


‘are its two weak points; Nit Uhese areas with powerful 
‘weaponry such as grenades and Rocket Leunchers te 
bile on the damage. Abra X suffers no damage from 
“attacks that don't strike its weak points. 
‘Afeersulfering enough damage, Arid X is knocked 
‘down, at mhich pont le hegins to heal ise. After 
Hold your fire and keep far away from the toon knockod dn  encnd tne, Alvi Xo lenge 


{lant Akrid as it leaps from rooftop to rooftop (a rare come wace toner 
Eventually, he creature grabs onta the fleeing 
Railway Gun, prompting the Carpetbeggers to 
blast it with their massive cannan. This wounds 
tthe Akrid, shattering much of its thick shell and 
‘exposing Several weak points. Now the boss battle 
can begin. 


The secret 


to surviving 
this bavtle 
involves 
keeping 
your 
distance 
fram Auris 
X Bpnint and use your Anchor ta stay wall away. 
attacking the bose fram range with Rocket 
Launchers and thrawn grenades. Remember to 
shoot grenades as they near their target to 
‘make them explode for aven greater damage. 


Cheek all 
‘around the 
lavated 
train track 
bath above 
‘and below, 
te find 
multiple 
Rocket: Launchers. a variety of grenades, and 
‘other heavy weapons. There's a GAH-428S 
Bleed underneath the elevated track, and a fow 
‘more standing against the area's southeast. 
wall. just waiting for plots, The husks af many 
(other fallen’ VSs litter the place, and although 
‘these cannot be piloted, you ean rip off their 
weapons and put them to good use! 


Watch Akrid X carefully. studying its awkward 
movements. Whenaver the bass isn’t moving 
much, fire on one ofits glowing weak spats. 
Favor explosive weapons such as Racket: 
Launchers, for they allow yau to inflict 

heavy damage withaut forcing you to fire far 
prolenged periods 


a 
‘Just before Akriel X jumps, hie We hare 


‘This Cat.G can take a ton of punishment, 
but you must nat give up. Stay mabile, keep 
your distance, and pound Akrid X with heavy 
‘attacks at every opportunity. There's plenty of 
heavy weapanry around the area, so defeating 
this boss is only a matter of bime if you play 

it mare. 


7. 
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pa 
EPISODE 3S-CHAPTER 1 


met 
Players 


NevEC. 
‘operatives 
weren't the 
‘only ones 
involved in 
raid an 

the Carpet: 
buggers city 
It turns out that a band af dusty Waysiders was 
also present during the chaos: they wereitrying 

to steal a healthy supply of TENG, And althaugh 
‘hey va made good their escape frem the city by 
train, the Waysiders’ il-gotten supply of FENG hai 
drawn the attention of a magsive Catagory G Akrid! 


eaten: 21,000 
‘Weak Point: Mouth 

‘FENG Release: 3,000 pons 

11 Bax Prababiey: 100 porcent 
{for 5 71 Boxes afer damaging 
the moueh) 


‘This massive Akrid dwells beneath the surtace of the 
sand, making etire deserts its hame and atcachng 
tnvary passersby. During the first intense Red Eye 
fncounter, the monster's only weak apet fs the Inside 

eh I opens before taking @ 
bite out of your speeding train. Nall the op 


‘scape by Osprey—you'l see Ehis boss again sa. 


‘Survival is your singular objective during this 


‘mission—you must simply repel the boss long 
enough for the Waysiders to transfer their stolen 
‘TENG onto an Osprey. Hurry and snatch up your 
choice of weapanry—the bigger. the better: VE 
Facket Launchers are must-haves, Split up and 
{grab as many big guns as you can, 


The Car-G 
soon emerges 
at the rear 
of the train, 
‘opening 

its tereie 
fyingly huge 
mouth and 


lunging forward, If allowed to close in, Rad Eye will 
champ off the train's rear car. destroying the car 
‘and anything it's carrying! Your anly option is to 
interrupt: Red Eye's mealtime by inficting enough 
‘damage to force it ta withdraw, One shot from a 
VS Rocket Launcher to Red Eye's wide-open yap 
does the trick! 
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standing 
fn tha last 
car, and be 
ready to 

feed Res 


shown at the 


©& S00sicsS 


progress 


ee 
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Objective 1: Dereat the Sandraiders! 


Low an fuel and under heavy fire, the Waysiders! 
Ospreys are brought down near a dusty 
settlement. Shots soon ring aut—the place is 
‘crawling with hostile snipers! Duck into one of the 
nearby bulldings far cover oF You risk being killed in 
short-order 


7 


i and locate 
{ ‘that stands in 


(Sbjective &: Dereat the Akria 


Settiement Shaweawn 


With the Data Post enline and yaur team jaaded 
for bear, spread aut a bit and begin advancing east 
through the settlement. 


‘witha Rifle, picking eff enemies with oce sharpshoating. 


K 
7. 


Fight your 
way to Data 
Post 2 and 
activate it to 
‘add another 
500 pointe to 
your Battie 
Gauge. With 
tthe Settlement Sandraiders routed. your leader 
‘anders you ta board the nearby train. Things dan't 
quite wark aut that way, hewever 


Bofore the Waysiders can escape by train, two 
fant Akrid appear on a nearby eff and begin 
screaming in fury. Things just keep going fram bad 
ta worsel 


(Home | [Inteopucrion | (Basic Traine) | 
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Heat: 1,600 
‘Weak Points: Top ot head, boty 4 
‘FENG Release: 3,000 sont 

11 lox Probably: 100 percent or ‘ 
40191 Boxes (on descr) 


Debouses are lant Abrid that resemble all zards, 
‘and Vou face two of them in this battle. Debouses 


¥ 
{te higher ground and punish the weak spats atop 
the Debavtes' heads. 


Hale 
your fire 
until the 
Debouses 
finieh 
surveying 
the area 
and jump 
dawn from the high clf—then assault the 
lowing orange weak spots an thein belies. I 
you're playing online with friends, spilt into pairs 
‘and use teamwork ta lure the two Akrid away 
from each ather—this will make them easier 

te handle! 


Sprint to 
fone side to 
‘avoid the 
Debauses 
ash 
antacks, 
then assall 
them 
from the side. This grants you a clear shat 
‘at the monsters’ vulnerable tummies. Hit 
them with everything you've got. rolling 
frenades underneath them ar sticking Dise 
Gronades directly anto thawaak spots for, 
maximum effect 


Inf enough damage to the Debouses’ weak 
spots and the brutes may collapse to the 
‘round, stunned. When they're in this state, 

you have a clear shot at the highly vulnerable 
‘weak spot located atop each Dabouse’s head, 
Switch to a Shotgun if you've got one and unload 
dn the top of the monster's skull, getting in 

as many shots as you can befora it recovers. 

‘You may alse continue to fire an the base's 
‘exposed belly 


Understand alsa that the Debouses are blind. 
This: means you can target their waak points: 
fram afar with Ffles and the lke Lo inflat. plenty 
af damage without exposing yourself ta their 
furious offense. The Debouses are tough, but 
the battle becomes much easiar after the first 
ane falls. Gang up ar 

‘ensure the Wayside 


© S00sicsS 


eal 


LOSE AMET? 


an 
EPISODE 3 


=; 
CHAPTER 3 


Mission 1-Area 1 


troy the Train's 
Cannon Turrets 


i 
Ui 
lig 


The Waysiders have fled the dusty settlement by 
train and now find themselves riding alongside the: 
monstrous train that's hauling the Carpetbaggers' 
Railway Gun. immediately enter the car ahead and 
‘activate its Data Past ta add 500 poines to your 
Battle Gauge. 


Nore 


‘mission and avoid dying fo win an Epinode 


Bn the Enemy 


The traincar F% 
Mpantiawens| © 
‘weapons. )) 

This is jL~ 
fortunate, for 
S| 


eaoers train 
iemuing AS 
mor than jt the Raley Gon-armed soldiers 
oon begin fing a your teem. Look around for 
Your favares long-range weapon and grab 
‘bullfind Ales, Mochne Guns, VS Files, Pocket 
Lainehers, at nor 


Approach one [y= 
oo © 
windows) 

and stare 
pesting othe 


enemy train's) 
solders. He. 
Bagin with — WS 
those at the frant of the Erain and work your way 
‘down. You don’t need ta kill every last enamy, but 
tthe mare the merrier! 


procecead ay coRynIghe Unauchertsd or uniawrut copying ar sewnieacing expremsty Pretest 


Befora long. the thunderous sound of a cannon 
‘urrat beams aut. The mament you hear that: 
‘Sound, exchange your currant. waapanry for 

‘a Racket: Launcher and a Shield. Stand near 
(the car's rear-doorway with your Shield firmly 
planted and wait for the cannon turret to fire 
‘again 0 you can spot it. (Hint: It's mounted ta 
‘the top of a can) 


nee you've 
identified 
‘the eannan 
turret, see 
if you can 
destroy 
it! You 
must work 

© quickly because the enemy train is aecalerating 
‘past yours. Block the cannan's rocket with a 
Shield, then quickly switch to a Rocket Launcher 
and fire. (Altematively, toss 2 Disc Grenade.) 
Immediately bring your Shield back up before 
‘aloading—there's not enaugh time before the 
cannon unleashes another bl 


lear fine of sight et Ehain 


Two direct: 


his from 

2 Fodor 

Bee: 
i desta = 

tha sano. eo 

Sate P 

Dont 

‘labrah jst yet; there's fother cannon 

frre et fow cers downl Do your best co 

destroy the frst ture culckly o you ean focus 

‘on dlitarating the second. 


Violent Vital Suits 


‘After the cannon turrets come several more 
CCarpetbaggers, including one that’s piloting a 
GIN-AQ1 Turntable. The Turntable's twin VS 
Gatling Guns will cut your team down if you're 
fot careful: cantioue using the Shield and 
Rocket Launchers ta annihilate the Turntable, 
then pick off any stragglers. 


Things 
quiet: dawn 
after you 
il most 
ofthe 
Carpet: 
baggers. 
ut 

fot for Jong. Enemy GAN-26 Osprey attack 
‘choppers soon appear, hovering close to your 
‘rain and firing their twin VS Gatling Guns into 
windows and dears, Return fire with your choice 
‘of weaponry, using the Shield and any Rocket. 
Launchers you might stil have 


With the enemy train's defenses broken, the scene soon shifts to 
‘ana that shows the Waysiders making a daring leap fram the raof 
‘of thoir train over to the Carpetbaggers'. Press the correct button 
‘shown anscraan during this Segment to complete the leap in heroic 
fashion. Fail and your fanding wil be slightly rough. Either way, the 
Waysidars find themselves riding aboard the Ralway Gun train! 


$e 


(Objective =: Activate pata Posts 


Your team has landed atop the Carpetbaggers’ train’ Sensing a grand opnartunity, the Waysiders' leader 
orders you to activate all of the trait's Data Posts so you can seize the Railway Gun. Sure, why nat! 


‘The first Data Post sits near'a VS on the train's After wringing Data Post 1 onlina, turn around and 


right side. Use your Anchor to-rgach the right haf find a Racket Launcher at the appasite end of the 
of the train, then advance taward the Data Post. car Grab this weapon: e'l saan come in handy. 
Fick off mare enemy soldiers bounding up from Continue making a careful advance toward the 
tthe top of the train car ahead, then activate Data train's frant, eliminating all hasties and searching 
Post 1 train cars for useful weapons. 


pee lancire apis aes agus! 
| Span skyfighes- 


cannon 
turret 

mounted to 

‘the top of 

a train car 

ahead rips 

rockets 

a you. If 

Yyou prefer to keep your distance, grapple up ta 
4 cat's eaaf and walt for the eannan ta launch 
‘rocket at you, then quickly step ta one side 
to dodge the rocket. Return fire immediately, 
‘then reload and repeat to dastroy tha cannon 
from range. 


Another 
ideal way 
te destray 
the eannan 
turret 
involves 
using a 
Shield 
{8 you id before. Conveniently, you ean find a 
‘Shield inside the covered train car that comes 
just before the cannon. Take up the Shield and 

i ta block the eannan’s rackets, retal 
lating with rockets af your own. Remember the 
sequence: black. fire, block, reload! 


7 
explosive power by shooting them with = 


With the 
turret 
destroyed, 
you can 
safely 


‘the left half of the train and reach Data Past 2. 
‘Just ane mare ta go now. 


SSS eee ee) 


‘Geab the Racket Launcher naar Data Past 2 if 
you're low on ammo; there's another cannan 
turret ahead. Grapple to the top of Data 

Post 2's car, then over ta the flat raof af the 
next car ahead, This is a perfect spot to hang 
‘out, dodging the cannon turrets rockets and 
Sending rockets right back at it until the threat 
is neutralized. If you're not keen on dodging 
rockets, bring the Shield with you and go that 
route instead, 


By the 
time you 
finish off 
the secand 
GAN-36 
Osprey 
should 

be swooping inte view. Bring this dangerous 
‘attack chopper down with more rackets before 
proceeding, 


You 
eventually 

reach a 

docked 

Osprey 

‘chopper: 

that's 

guarded by 

a few enemy soldiers, Eliminate the guards, then 
‘consider boarding the chopper and laying waste 
to the remaining enemy soldiers. 


7. 


Low on amma? Leap thraugh the door ta 
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| movement 
| Ws Weapon 


| wt tray wr nse tte 
pronase > nea irop in fram the skylight. 


Ospreys can alse suppare 
‘one caller, whe alts In the shopper's lower gunner 


dard final Data Post afterward to 
‘gain control of the Railway Gun 


proceceed By coRyrIghE Unaucnertsm or uniawrut copying ar sewriaacing expremsty PreMetGed 


This intense battle requires speed and 
‘teamwork Rush up to the top of the train, 
where the Railway Gun awaits. The Railway Gun 
needs to be loaded, sa pick up e gient Cobalt 
‘shall—you'l find them all over the place, 


Mové to 
the Railway 
Gun's 
loading tay, 
located 
along the 
walkway 
behind the 
funner's seat. Stand near the laading bay and 
press the indicated button to deposit your shell 
iota the chamber. Now the Ralway Gun ean 

be fred! 


7. 
‘Shared with thermal sneray before fring 


‘The Raieay Gus ean store up to three shells at 
ime, and there's plenty af ammo around. I you're 
playing with friends, cask one ar twa of them with 
Ieeping the Raltway Gun load 

Dattleie's ef litte ute otherwise, Just keep 
‘rabbing those shells and grappling back up tothe 


‘The moment you've loaded the Railway Gun, look 
‘around for Red Eye, Once you've spotted the 
monster climb inta the Railway Gun's gunner 
Seat, located near the giant cannon itself. 
Rotate the massive weanan, aiming to fire on 
‘one af the many large lumps that protrude from 
Red Eye's sides. 


7. 
tthe gunners seat to quickly spin the Fal 


Eye is far trom the Ralwey Gun's crosshairs. 


Blast one of Red Eye's side lumpionce ta™“pop" it 
revealing a glowing weak spot. Hit the weak spot 
With @ second shat te darken it and Scare damag 
(nce a weak snot bacomes dark, is nollanger 
suitable target. \ 


‘Try to shoot and darken as many weak spats as 
possible before Red Eye retreats beneath the 
‘sand. Repeat this forall of Rad Eye's side weak 
spots to eventually create a gaping wound. Hit this 
large wound a few timas ta bring Flad Eye to the 
brink af death, 


Near death, Red Eye malas ond last effart to 
destroy you. It emerges at the rear of your teain 
‘opens wide, and prepares ta swallow you whole 
Use the control stations to quickly rotate the 
Railway Gun, then blast the boss in the center of 
its mouth ane final time ta seal its fate, This alsa 
ets you an Episode Gu Award! 


Just above 
tthe boss's 
The mission 
fonds in failure it your train is destroyad-—fortu. 
‘ately, your train ean be repaired at any time! 
‘Simply visit the engine room, located in the 
blly ofthe train, and use the control stations 
fon the walls to ralease coolant and pauch up 
tthe damage. If you're playing with friends, 

jane of them may wish to remain close to the 
engine room, ready ta administer repairs at a 
‘moment's notice. 


When you're playing solo, the fastest route from 
the gunners seat ta the engine room invalves 
jumping off the frent ef the train and landing an 
one of the twa sloping ramps. From there, drop 
to a small platform between the ramps to reach 
a dark hall that leads straight into the engine 
roam. Return to the gunner’s seat the same 
‘way, using the Ancher to grapple back up, 


= —% 
EPISODE 4-CHAPTER 1 


Mission 1 


Ie 


During Episode 4. you control a team of rogue 
NEVEC operatives. Your team has been captured 
by.the Carpatbaggers. but separatists have just 
Sprung you fram your holding call. Now yau must 
rendezvous with anathar team of ex-NEVEC. 
operatives and make good your escape! 


the heey tig in combat until they manage en ip 
‘teh imprisoned comrades, 


hme ee ee 


[ pestraying che zenet 


fight, moving to silence anather nearby alarm post, 
Taka out the alarm from range, along with any 
soldiers that draw near 


Continue 
advancing 
tunel you 
notice a 

Data Post 
and a Zebet 
system's 
sensor orb, 
Destroy the orb with all spead ta bring down the 
dangerous turrets, retreating around the cornar 
for cover as needed, Mop up any remaining soldiers 
afeerward, 


8y this 
point. the 
teammates 
who infiltrated 
from tha root 
should have 
joined up with 
‘you. Activate 
the Date Post the soldiers were guarding to enable 
radar and identify the whereabouts of Data Post 

2. Search upstairs for weapons—you nead all the 
firepower you can muster 


7 


Going Dawn 


Proceed downstairs whan you're ready and 
immediately taka cover behind soma stacked metal 
crates, Another Zabet system is active down here, 
with turrets that drop from the ceiling, Shoot aut. 
the twa sensor orbs at tha far end af the hall ta 
disable the turrets: One arb stands in plain view ta 
the right, the other ean be shot by firing through 
the window behind the turrets. 


oe 


os 


With the 
dangerous 
Zebets 
destroyed, 
logp around 
to the 
south 


the eriemy soldiers firing at you from the west 
hall, Clear the west hall end dash narth toward 

another sot of stairs leading down even farther. 

Don't ge downstairs: instead. turn around and Data Post. 2 isn't fer, ectivate it to earn an 
than destroy the sensor orb of another Zebet Episode Gu Award. then make & quick search for 
defense system that's active in the north ety Tee 

‘sorridar Now the floor is secure i oe ce aca 


Objective 2: Proceed te the suicing’s 
Uowest Lever 


“This fleor is ible mare than a beleany that With the basement clear. drop into a watery 
‘verioaks the prisan's bottom floor Secure the and activate a Control Post. to open the door 
balcony, then fire down at the enemy soldiers. a fraedam. Race into the tunnel beyond to 
Proceed dawnstairs whan yau're ready far ‘complete yur mission, and perfarm emates as 
rare action the mission concludes to score ane last Episode 


ae GU Award! 


prison's 
Tawest level 
houses 

the mast 
dangerous 
ineluding 

2 pair of GAH-428S Blonds armed with giant 

VS Laser Lances and a GTN-AD' Turntable 
mounted to the underside of the overhead 
bbaicony, Thera’'s na shame in retreating upstairs 
to destroy these threats fram a safer range, 
Ifyou choose to fight on the ground floor, use 
the large support pillars as cover and blast. the 
Bleeds with a Shatgun, 


(Eosnar 2 Geren 
(Sena boa ee 


LOSEPLANET? 


this complex altogether The foul-smeling 
“sewers are your way out. Move dawn tha watery 
‘tunel until Akeid Ganessa emerge fram the 
walls, then unload en them, along with the Tria 
‘that My out. 


With the 
Akeid 
neutralized, 
drop into 
awide 
eyiindrical 
shaft and 
activate 
‘the Data Past at tha bottam. Shaot the 
‘Surrounding Akrid eggs for TENG if you ike 
‘before advancing into the next tunnel 


Akria Ambush 
Move 
Ganessa 
‘emerge 
fram the 
lower 
tunnels 
this time 
producing Sepia and Bolsepia. Worse, a.now 
breed of Atri advances dawn tha tunnel as wall, 
flailing away with its spike-covered tentacles as 
i lurches near. Toss grenades and unload on the 
Defolma ta kil it before it closes in and bagine 
‘hractling your squad. 


Xl all Bafolma in thie mizsion to arn the 
highest “Exterminate the Alri!" Epiaode 
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eaten: 850 
Weak Point ncersa core 
‘TENG Release: 700 points 
121 ox Probability: 100 
percent for 811 Boxes (on dese) 


With the Aktid neutralized, proceed down the 
tunnel apd open an ENG Box for a VS Gatling 
‘Gun. Continue following the tunnel to encounter 
‘second Defolma and anathar Sepia-producing 
Ganessa. Back away for safety as you eradicate 
thee pests. 


Hf you're 
‘after this 
mission's 
highest 
Episode GJ 
‘Awards. 
‘explore the 
southern 
side tunnel ta locate and destray the third and 
final Defolma. You'll algo find the secand and 
final Data Post down south, When you're ready 
te complete the mission, simply activate the 
Control Past at the north tunnel’® west end. 


Objective: 


NET? = 


‘At last, you've 
‘made it out 
tf the prison 
‘ornpaund. 
Crawl under 


— 


to lain 
deep water, then Use your Anchor &@ grapplla Up to 
fresh air 


You're now in 
the Carpet 


eutralzing 
the armad 
‘oldiers, 

along with the 
enemy Vanga. You'll have the element af surprise at 
first, but it won't take long for the Garpetbapgers 
to realize that you're escaped prisoners. 


i 
H 
t 


The bridge 
to the left 
‘sa good 
place te hang 
‘ut; its law 
walls make 
excellent 
cover. Zebet 
turrats are mounted ta the battam of a distant 
skybridga: shoot their sensor orbs to destcay 
‘them, ducking for cover behind the law walls of 
Your bridge to heal as neoded, 


With the Zebets out of the picture, cross the 
bridge and activate the nearsy Data Post to bring 
up your radar, Search the nearby bullding far 
weapons before moving on. 


The way out 
of here lies to 
tthe north, but 
the Carpet- 
baggers have 
really dug) 
chemseNies 
inup there, 
Amana 


rumeraus soldiers are saveral Vansas, alang with 
2 new GAB-25M Cakti, The Cakti is armed with 

12 powerful eannan that has a surprisingly high 
rate of fire, so be very careful when making your 
‘approach! 


0) 
‘Movement Speed: 20 
(ers fark) 

VS Weapen Slots: 2 

‘Weak Points: Traads 
backpack, base of fet joint 


{arming trom a four-legged erewler to a battle tank 
nd back again, depending on what the situation 


Use of powerful dels that 
te bles, Target the base of 
‘the Cakt's legs while i's in erawer farm or Its tank 
eraade while les in tank form. Or circle eran t 
[Cakth and pusish ies vulnerable backside, 
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Dash, ral. and grapple to the ledge that's east 
‘of the bridge that leads to the exit. gate and 
Cakti. Here you'll find an abandoned GTT-O1 Nida Be 
you can pil, along with a Rackst Launcher Hop 

into the VS without delay and put its VS Rocket 
Launcher to use against the Cakti 


M you're playing with friends, go after both VEs at 
‘once to present the Cabti with multiple targets — 
‘ne of you fs bound to make Ie Rol repertedly 
‘when ving an foot; t's the best way to avald the 
Cakes cannon, 


\pegee' —— 


Use whatever means necessary to destroy the 
Caktiand secure theext gate. Activate bath 
Control Posts to open the gate and complete 
your great: ascape. 


LOSPLAMET? = 


Your new 
orders are 
ve activate 
a number 
of Data 
Posts so 
you can 
Buidanee toward yaur next objective. Bagin 
‘scaling the ramps of the multi-tiered camplex 
‘you find yourself in, gunning down enemy soldiers 
"on the upper leveis first so they can’t rain 
bullets down on your tear. 


‘The first Data Post sits an a high central 
platform, convaniently marked by an objective 
‘con. Eliminate the surrounding enemy soldiers, 
‘then advance and activate the Data Post ta 
bring your radar fully online. 

7 


‘Your radar 
shows the 
next Data 
Post is to 
the east, 
Keep to 
tha higher 
levels and 
eliminate all hostile contacts shown on radar 
There's plenty of advanced weaponry to be faund 
all aver the place. so you shouldn't have much 
trouble seousing the area if you take your time 
‘and keep an aye on your radar. 


Data Past 
Bits 
inside @ 
ccantral 
reom te 
the Far 
east, near 
the top of 
the facility, The raaf af this control room sports 
2 Zebet defense system and an enemy Vensa. 
Destroy the Vensa and Zebet to secure the area 
land tnove closer to earring the “Fight Off Enemy 
VSs!" Episode GJ Award 


7 


Data Pest Roundup 


The thing 
Data Past 
stands on a 
platform ta 
the south 
of the 

Data Post 
2 centro! 
room: Eliminate its quardian soldiars from 

the height af the roof. then grapple aver and 
activate the Data Past. 


Data Post: 4 is found an 
Data Post 2. Backtrack taward it, keeping an 
feye on your radar to see where enemies le 


Procecers By copyright. Unaucrerised or urtawirut copying ar Slownieacing wxpreasty prervatoed 


The fifth Data 
Post stands 
near the 
water ta the 
forth and is 
defended by 
a powerful 
enemy 
GAH-4285 Bleed and several soldiers, including 
afew snipers, The Blead's agiity makes it very 
dangerous in this open area; stay mobile and 
Use teamwork ta flank it, punishing the VS with 
powerful attacks. With all six Data Posts activated, the path out af 
this dangerous place is finaly made clear Fallow 


With Data your radar ta'@ nearby passage that leads loser 
Post'5 up __ta freedam, 
and fanning 


lL i begin moving & 
northoast SSS 
et Pe = ‘ 


‘na VS ta worry about near Data Past 6, just a high = 
‘umber of enemy Soldiers. Pick them off from afar 

‘to secure the area befare-advancing ta activate 

‘he sixth and final Data Post: 
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eres. Bes 
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Objective: Commandeer 


@ Sub and Escape! 


BRIENG 


1) 
Activating all those Data Posts in the 
previous mission has revealed that you're lkaly 
trapped inside some sort af dacking area for 
submersibles. You should be able ta escape 


if you can steal one of the Canpetbaggers' 
submannes. 


Ss 


Proceed down the long tunnal to reach the 
rain dacking area, then begin picking off enemy 
soldiers. Follaw the utside ledge ta Data Post 
4 and activate it to gain radar 


—— \\ Two enemy 
Vensas fire 
down at 


yous team 


Fee 


as you 
mave north 


2, Oblitarate them with powerful weap: 
fQuaning down all surrounding soldier 
bofore activating Data Post 2 to ext 
Battle Gauge, 


[Ge ast: Fram the second Data Post, ready to 
battle a pair of GTFO1 Nidas that guard tha 
platfarm abave, Eliminate the Nidas up he 

‘lang with another Turntable turret, to achieve 
tha highest: "Fight Off Enemy VSs" Episode 

Award. The Turntable is the arimary target: it 
has a perfect angle on the sub you must steal 


vy S00sicS 


LOS Hee = 


= Deadly Goat Rice 
contacts SG Your team is 
neutralizes, completely 
foliow your exposed 
radar to the dung the 
Sir De tong trip back 
at, whi through the 
‘stands atop mJ 


foe 
Shek at 
ae 
tae on Keenan Sie ara AEUNEI 
ee ee ar oan eT 
tai ictersncting oan oct ee 

Seance Ti far shine AUG ara oe oo 
ieee fs iS 
‘ae 


‘the sub you must steal, Activate the Data Post to 
‘commandeer the sub and begin your daring escape, 


~ = 
EPISODE 4-CHAPTER 3 


With the 
situation 
under 
‘eantral, 
make a 
thorugh 
seareh for i 
weapons, i 
opening the nearby ENG Boxes for a variety of i 


Useful erms-Insluing a VS Gating Gu and 8 
Focla Laurer Thon ace the Daca Post 
‘our team hss deployed at the autskiets of 2 0 the trail ahead to enable radar {turns out I 
NEVEC base they must infiltrate. Unfortunately, t be Data Post 2. oy 
joufada-syinieciate uitbartie: Aono eta Raat Hane il 
all 


(GAB-25M Gakti guards the shoreline, and two 
GTN-AGT Turntable turrets sit atop cylindrical 
bunkers, raining bullets and missiles down on 
you! Stay mobile. running and roling side to side 
‘and heaving grenades at the Cakti. 


So where's 
Data Post 

4? Inside @ 
shoreline 


3 bunker 
to the 
ot southeast. 
‘York 9 VB Rocket Luncher off = fan V8 % Follow the - 
Teemu arrave neater Gears, east tral uphil until you spy Date Post 10n le 
lore patio radar: t's inside a bunkar: enter fram the north de 


sees! tolreach and activate Date Post 1. completing . 
your first objective, 


Advance taward a Data Past after crinaling the 
initial dafenders. A group of enemy Bleed VSs 
soon emerges from the base—destroy them al 
to receive a Gold Episode GJ Award! 


mor en re nye ogy «| 


NEVEC has thrown mast of the base defenders at you by naw, 60 
‘there's little ta fear Enter their base, gunning down the add soldiar 
you encounter while stockpiling weapons and gear: Dat 

4 are on the base's exterior ramparts; activate them both when’ 
you're ready ta advance. 


Posts 3 and 


including = Weed you cen plot. Grab 


Bringing all four Data Posts anline prampts a feet 
jf enemy Osprey choppers. to flyin and-ettack. 
‘These choppers are nothing to fear cansidening 
‘the vast array of weaponry at your disposal, but 
‘some of them carry enemy soldiers and GAN-24 
Granseeds. Shoot them down with rackets and 
father heavy arms fire 


Seploy thelr passenger soldiers to kill the 
‘cmb to the highest cower £0 discover 


‘GAN-34 Granseeds are straightforward VSs that 
‘strike balance between armar and maneuverability. 
‘Their dash and hover abilities help Granseeds avoid 
damage as they anleash their VS weepenry on their 


‘etins. Granseeds have ne unique attacks and 
‘therefore rayon VS weaponry ta get the jb dane, 


Continue using your superior weaponry te 
obliterate the Ospreys, along with any troops they 
succeed in daplaying. The mission successfully 
tends when the opposing forca’s Bottle Gauge 
[ehown along the bottom of your screen) becomes 
‘empty Load up on weapons and ammo before the 
mission concludes so you can bring them into the 
ext area! 


‘™ 
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Objective 1: Disable the Lightning Fier 


‘Command informs you that @ secies of force feiss powered by raw lightning are blocking your 
‘team's progress. You must bring down these barriers by deactivating the lightning harvesters that { 
ower tham, Expect ta encounter heavy resistence fram NEVEC the whale way ehraugh Hal 


Monster walker 


Fallow the trail until you catch sight of 
Upon closer inspection you may natic 
fan Aknid that: has bean “modified 
\VS-Akrid hybrid. Use the heavy firepow 
fram the previc 


6 Bue || bits ta infer maximum ps 


oo ee a 


Health (Akrid: 2.500 
‘Remor (WB): #200 

Movement Speed: 25 

‘Weak Points: Coctpt, sons, Arid 
he 


8 tren, 


have bs 
ainda second shin of durable armor. They atzack 

by stabbing ae nearby prey with choir massive legs 
tnd by firing whatever VS armaments happen ta be 


can immobilize foes at any range, and specialized 
Flamethrower, which deals great damage ta laser 
‘can take lots of damage, but they're 


When the 
Tencale & 
finally falls 
moment to 
‘catch your 
breath before 
activating @ 
nearby Data Post ta enable radar. 


Follow your radar to the next abjective: a Contrat 
Post that's powering the nearby force field 
Deactivate the Central Post to disable tha barrier 


50 you can proceed. 


Axria Sentries 


Another NEVEC-enhanced Akrid attacks from 2 
nearby hilleap. This Akrid sentry ig actually 8 Benge 
that has been outfitted with a VS harness. Beware 
this Donga Gear's roll attack, and hammer it with 
powerful weaponry to bring it down fast. 
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Healey (Akrid); 600 


rm 
‘weaponry and ehick armr plating. This allows Donge 
Gear vo assault targets with heavy trepowrer In 

ition to exebuting the Dango's standard roll and 
law attacks. Don't toy araund with Donge Gear: 
Unload on their vulnerable cockpits while ereling 
fsround to pound thelr tals. The 


Data Post 2 stands atop the hill Activate it and 
‘snatch up nearby weapons before moving on. 


‘The third 
Data Post 
is ust 
ahead. 
‘and it's 
ah defended 

7 by another 

ari =| Dango 
Gear and multiple NEVEG Soldiers. Beware the 
Shipers in the eyinérical bunkars—they ean kill 
you with one shot! 


‘Remar: 700 toy), 600 (gunner 
seated 

‘Movement Speed: 23 

VS Weapon Stats: 2 

‘Weak Points: Kgs int, backpack 


“The GAF-180 Brion fs # una 


the Dron and fire the Vlean Cannan 
‘Shotgun grated te the Drion's hody The gunners 
teach have wecess to a VS weapon, along with 3 


‘Vulcan Gannon of thelr own-—but they must stay 


‘With three soldiers manning « rion’ fll array at 
‘eoponry, the Orion can bring an enormous amaunt 
of firepower to bear 


‘Weapon Type: VS 
Firing Speed: Sin 
lip Size: 4 
Defaule Armme: 8 
Max Ama: 


50 | 80 iperr 


“The VE Rocket Ped unleashes volley of four 
rockets with each attack. The rockets spread out to 
‘detonate across a wide area, hammering everything 

'VS Rocket Pods lack 


[Leuncher, but they can be extremely effective at 
negating Shields and decimating whole clusters 
ot 


With the area secure, activate Data Past: 9 and 
deactivate the nearty Cantral Post 2 to drap the 
‘second force field 


Great Guardian 


H 
{ 


‘Another hulking Tancale 8 stafds watch'near the 
{tied force field, This one’s even worse than the 
first, outfitted with all manner of nasty weaponry, 
Use the Drion, Nida, and VS Rocket}Pod to tama 
[his mighty manstar. retreating te repair yaur VS 
as needed. 


1 you're playing wich fiends, don't activate the Orion 
‘until uhey've climbed inte ies shoulder turrets Ee man 
‘ditional weaponry. You're just nt getting the fll 
‘iperince af this mul-seat VS otherwise! 


Destroy the 
Tencala 8 to 
secure the 
then 
activate Data 
Post 4 and 
Heactivate the fg 
third force - 
field using Control Past &, You're almost finished. 


procected ay coRyrIgne Unaucnertem or uniawrut copying ar sawriaacing express Areheteed 


‘A manned 
Neves 
outpost 
awaits you 
beyond the 
third force 
field. With 
all of the 


\VSs and weaponry you've accurnulated thus far 
you should have little trouble starming the place. 
Wipe out all NEVEC forces. including a Vensa VS, 


23S you push toward the fourth Cantrol Post. 


Once 
deactivated, | 

Gonteal Post 

4 drains 

the water One final Dango Gear stands between you and 
fram the ] the entranca to NEVEC's secret mountain 
trail below, facility. Obliterate this last threat with the 
revealing the ES Superior firepower at your command. then 


approach the facility's entrance to completa 


ret NEVEC faciity built inte the nearby this mission, 


‘mountain. That's your next destination 


o— —s 
EPISODE 4-CHAPTER 4 
Mission 1 


Neves 
Soldars soot 
‘rush to your = 
positon, 
nang Ha 
tha nearby 
stan 

thor dol a 
yeu spread outta plot the tires vacare Va Inthe 
‘ea, wo GAH-ABBS Blonde standin shad, ba 
GIF-11 Dea sis near the mata sts ovaroaing 

the water~rnake the mast of them! 


You've fought your way into a secret facility, where 
an experimental NEVEC weapon is bellaved.to ba 
held. Advance down the entry tunnel, picking ft 
INEVEC soldiers who fire from behind barricades. 


iegessl ith Rocket Ualleshers: enyiecciabe 
feel Soke Share cult afer they blows yetmieoys 


Galleot the 
nearby Shields 
‘and Flock. 
‘Launcher 
before 
advancing 
toward the 
ladders at 
‘he far ehd of the tunnel—far whan you do, 2 
monstrous GAB-25M Cakti drops in and attacks. NEVEC’s soldiers just keep coming, backad by a 


Hide behing Shields and use grenades and the dangerous new foe: a GAN-3AM Triseed VS. Hop 
Aacket Launcher to destroy this dangerous VS Into &.VS yourself you haven't already to evan the 
walker as quickly as possible. ‘ Score against this agle and formidable foe. 


Surface Skirmish 


When the Cakti finally falls, scale a ladder to reach: 
the surface. Activate a Data Post up here to 
tenable radar 


oe 
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‘Movement Speed: 25 (water 32 
‘green (snp) 


Transform 


Dash 


attack combo, 


Hie ra 


‘A favorite of many solders, the GAN-IAM Triseed 
I whighty advanced VS capable of shitting between 
‘hres forms: walker, fighter, and ship. In waar 
mode, the Triseed functions ike mast ather VBs: 
however 5 alse capable af unleashing devastating 
melee attack combos. In fighter form, Triseeds 
Fetain the use of their VS weapanry and gain the 


|e omy ar 


Provectn ny conyrignt. Unautroriza 


er ursaweur copying OF downnaading 


; rT 


With al 
hostile 
eliminates, 


= yo 


enter the 

= locate a 
A Data Post. 

Activate this underwater Data Past ta open a 
nt gate, revealing a watery tunnel 


5 i ie || 
ofvicius I ", wee 
ae ee 
wring Keeani =~ nied 


hostiles should be ttle mare than nuisances 
ta your team’s Vs. Advance slowly, manitor 
your radar, and spray anything that moves with 
funfire fram range. 


—~ 


Weak Peint: Incernal care 
‘TENG Release; 700 points 
171 Box Probability: 100 percent or 


the Defolma eo release les 
everything 

underwater saldiers climb into a VS if possible to 
‘make these formidable predators far less deadly. 
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[Essoor 6—Cuaren 3) [Enwaae 6—Gunvren@] 


Lt 


to open another i 


wET? 


Health: 200-500 
‘Weak Point: “Mautn” underside 
“TENG Release: Varies 

191 Bax Probability: 10-30 percent for 
11s fon deat} 


selon are Sepia-sized Abr that live underwater. 
‘Similar in appearance to «large jellyfish, Jellon 
concract their “bodies” to propel themselves forward, 
Seeking out sources of FENG. Jellon won't haem you 
Aiecely, bue they wil rapidly suck out your TENG 

id theyll explode If they Inhale too much! Keep your 
‘stance and target a Jellon's fleshy underside to 

ikly dispatch ie, chon sop up all the FENG the 
Sreature had gobbled. 


Piranha are large fish that swim swiftly in schools, 

sways hungry lor thelr next meal. Don’t became 

Piranha food; Kl these weak fends witha bt of gunfire 
use any trouble. Like Tell, Pian 


Fight your 
way to tha 
tunnel's far 
fend, where 
Data Past 
9 stands. 
Activate the 
‘Data Post 
‘ge gate. revealing a secand 


stretch af watery tunnel 


7. 


Dwellers of the Deep 


More Defolma await yau on the other side of 
the second gate, Cut them down before passing 
through, targeting ther lowar fleshy tentacles, 


Beyond the 
Jalon, two 
monstrous 
Dabula swim 
about, an 
‘he prowl 
Keep wall 
away and fire 
‘on the many arange waak spats that line their 
Jang backs—jumping to gain height. can help you 
target them. Kill both Dabula to score an Episode 
Gu Awana! 


‘FENG Release: 1,000 poines 
171 ox Probably: 100 perten for 


sm keep En the high ground and fire 


‘8 the many glawing weak spats that line thelr ls 
‘hlnes—Gabula are not harmed It you srike them 

wuere else. Dan't expect these glants ofthe brine 
‘0 90 down easily. 


With bath 
Dabula 
sunk, 
repair your 
VSs and 
‘then make 
a quick 
Search {or There's another Bric for the taking near 
VS weaponry. When you're ready ta face your the for gate. Rall past the enemy Vie to 
"fait challange, eotivate the Date Post near the reach it safely, then put fea twin VS Gacling 
‘Next gate to reach the tunnels final stratch, 


Destroy all four enemy VSs to receive a Gold 
You're getting close to NEVEC's secrats, Episode GU Award. When you've finished them 


‘and naw they're pulling out all the stops. Not off, activate the fifth and final Data Post ta 
‘one. but four VSs await yau beyond the third 

© Underwater gate: a Triseed backed by three 
Granseads! Keep your distance and pound each 
foe with relentiess fire. These guys are much 

| easier to handle after a few hava been scrapped! 


"Unfortunately, NEVEC was able to evacuate the 
‘experimental weapon before your team could 
destroy it. Your new orders are to infitrat 
‘another ane of NEVEC's Seemingly counties 
‘ocean facilities. To enter this aciity, you must 
first lower a deawbridge that leads toward its 
entrance. The:stea is heavily guarded, so this 
won't be easy. 

Advance 

up the 

Underwater 

‘ramp to at 

last return 

tothe 
outside ain 

Try picking 

ff tha Unwary NEVEO soldiers on the landing 

hove with clean headshots far fast kil, 


7. 
‘some barrels on this weally guarded iniiat 


“Upper Level Action 
You may 
‘nay head 
upward 
to Data 
Post 1 or 
downward 
to Data 
Post 2 

"| Go upstairs first to explore the station's upper 


“platforms, where you find Data Post 1 guarded 


ict 


‘ty more NEVEC Soldiers. Kill tha guards and 
activate the Date Post to enable radar. 


Go east 
after 
activating 
the first: 
Data 

Post ta 
‘encounter 
‘soldiers and two Zebet systems. Use the nearby 
Fifla-and pick off the soldiers fram range while 
searching for the Zebets' sensor orbs, which 
‘stand just behind each turret. Take out the 
sensor orbs from afar as well to secure this 


‘There's 
weaponry 
to grab 

up here, 
‘along with 
‘vacant 
Osprey VS 
‘chopper Additionally, several new VSs called 
GAF-14 Fastrays are affixed to the surrounding 
walls. Any of thase VSs will allow you to reach 
the station's athar half, where the drawbedge is 
Jocated-—but-don't-go there just yet! 


7. 


7 
‘The Osprey's unlimited-amma Vi Gatling Gun 
‘Movement Speed: 31 lnrmatiiia (High snd superior mobitty Int you make shore wore 


Lewering the Orawsricdge 


Unfortunately, the Control Post that allows yau to 
lower the draworidge is located on the adjacent 
Station—on the opposite side of the drawbridge! 
Uso the Osprey and Fastreys to traval there, and 


When you've when you arrve, use your VSs' superior mobility to 
finished rain death down on the many NEVEC Soldiers and 
frolicking on tbo GTN-AD1 Turntables stationed to dafend the 
the station's ‘drawbridge Control Post. 
upper 
platforms, 

J board une ‘The Turntable turrets are equipped with VE 


Fastreys and fly dawn ta explore the lawer anes, 
Here you find a vacant GAH-42BS Bleed standing 
ext ta Data Post 2. Activate the Data Past to 
‘gain radar and then retum to yaur VS of choice. (A 
GTO? Nida stands nat far away as well) 


i Osprey and 


After 
neutralizing 


the 
drambrdge's 
Whatever 
VB you ele: 
happen to be activate 
piloting, you'l ies Contr 
find thm to at 
Saaaaiaeey between the twa stations. If 
see onar You haven't yet activated Data Post 2, cross the 
vatdhamy bridge now and do soto extend your Bettle Gouge 


and radan Advancing toward the bridge controls 
Is enough ta earn you tha "Get to the Other Sida 
Episode GU Award! 


Bleeds and a Nida ambush you as you venture 
northward! Destroy all three of these worthy foes 
‘to win a Gold Episode GJ Award. then explora the 
ower area for weapons and activate Data Post. 3, 
Which stands near the raised deawbridge. 


ere 
Sg 
aoe 
ae oe 
Neve ee 
Soldiers to Lees 
‘ ae 
Bie tech waco 
ieeiercrye cpu store tated oy 
res 
een 


Objective 2 Enter the Underground Facility 


‘The VS Cannon is straightforward weapon 
designed to punish remote targets. Each shell 
‘After eliminating the wove of NEVEG Inflicts heavy damage and finds its mark intanty— 
Feinforcements, you receive new orders to find a | Eeee's ne waiting lke with VS Rocker Pods and 

fay into NEVEC’s underground faciity. Multiple | Reeket Launchers, and you'll never run aut of 
Sar caeenirsctroncionsmu cr — re eee 
however—some armed with deadly VS Racket [umune tember reed saren ele foes, 


Launchers! Stay mobile and bring down every 
| Osprey to earn Gold for the mission's third and 
final Episade Gy Award 


‘After securing the area, find two Control 
Posts near an elevator not far from the Vensa, 
Activate bath Control Pasts to supply power to 
the elavator, then hop aboard to complate this 


(Crone 4—Enaoren 8) | 
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EPISODE 4-CHAPTER 5 


With the 
| first Date 
Post online, 
| 90 west and 
hen south to 
reach a room 
full of NEVEC 
Soldiers 
Open ira fram the doorway and toss & grenade on 
tbo to quickly clear the room. 


‘Your teem has infiltrated NEVEC's sedret under: 
‘ground facility. Your orders ara to complete a 
‘horaugh search, activating every Data Post you 
find to relay intal back Ea mission command. Tha 
first Data Post stands right outside the elavator: 
activate it to enable radar, extand yaur Battle 
Gauge, and turn on the lights. 


‘The room's south dear is lacked, so enter the east 
Hoot instead to reach anather raom full of NEVEC 
‘poans. Cut dawn the saldiers and pracaed theaugh 
tthe next door ahead, fighting toward Data Post 

2, Activate the second Data Post and collect the 
nearby Shotgun. 


procectad ay coRYrIghE. Unaucnertem or uniawrut copying ar sewriaacing expremsty Preheted 


With Data 


Post 2 
up and 
running, 
backtrack 
te the 


locked doae 
‘you noticed 


fearlen The door ig now unlocked: open fz and 
then lay waste to the horde of soldiers in the 
fpaam beyond. Enter tha room and activate Data 
Post & when it's safe, 


Gasement Level 2 
‘With Data 
Post 2 
‘niin 

90 east 
land then 
forth to 
reach the 
facility's 
Tower floor. Beware: A large door opens as you 
descend, revealing a small room full of enemy 
soldiers and a formidable GTT-01 Nida VS, Stay 
‘mobile and hurl granadas into the room to 
obliterate these theeats in short order 


7 


lok up the nearby Shield and use it to keep 


Descend 
ramps: 
afer 
neutralizing 


‘spawning Benessa. 
Use the Shield for safety as you blast through 
the bugs, 


Your team 


aumber 
‘of Vodoug 
in the wide, 
‘curved hall 
‘beyond 
the Sepia, 
Continue using the Shield for protection and 
Unload on these aggressive Ari with all 
‘Shotguns at your disposal 


‘encounters 


Begin moving counterclockwise around the 
‘curved hall. Enter a room on the right to score 
some Battie Armor, but beware: When yau 
‘approach the Battle Armar, the fur Vedogg in 
the surrounding stasis tubes will smash free of 
their bonds! Ready Shotguns and put down all 
four to garn an Episode GJ Award, along with 
the Battle Arma 


‘che Vadoag until they after they've emerged 


Return to 
the circular 
hall and 
‘continue 
exploring 
the faciity, 
The south 
doar you 
‘encounter is sealed, but the east door leading 
to Data Post 4 is open. Activate Data Post 4 
and be ready to deal with three Vodogg that 
‘emerge from the room's stasis tubes. 


‘Activating Data Post 4 unlocks the south door 
you passed by maments ago, Backtrack and 
ass through the daar ta descend more ramas 
leading aven deeper underground. 


= eer eer 


[Ensoo S—Ciarren 7 [Evacoe S—Guvrer2) 
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it wET? 


Basement Level 3 
The third 
basement 
level is 

‘much lke 
‘the second. 
agin looping 
clockwise 
around the 


circular hall until blast door opens ta reveal a pair 


‘of dangerous Dango Gear. Use the Shield ta block 
‘hele fee, but dan't fire back, Instead, duck into 
‘the nearby storage roam on the right: 


‘The storage room holds two ENG Boxes and a 
GAH-41BS| Bayld, and ig.dafended! by only a fa 

lowly soldiers. Dispatch the guards and then open 
‘the ENG Boxes for a Rocket Launcher and a Shield. 


[e- 20 
i Movement Speed: 18 
ae 


‘GAH-41851 Gaylide area close relative of GAH-4205 
‘Bleeds: however, Baylis trade the Bleed's melee 


7 
‘elthove warning te eliminsce nearby fore, much Ike a 
Bleed can. 


Party Time 
turn ta 
the circular 
hall anduse—}) 
your newfound 
weaponry and 
Baylid to lay 
waste ta the 
Dongo Gear 
and the Battle Armor-wearing soldiers that: race. 
conte the seane 


7 


Keep pushing 
northward, 
heading for 
Data Past 

5. Wipe aut 
the multisle 
soldiers 
‘and enemy 
Baylid that quard the Data Post, then activate 
to maximize your "Activate All tha Data Posts! 
Episode GU Award. 


Backtrack to 
the eiecular 
hall and 
looping 
‘around to 
discover the 
final Bonga 
Gear Kil this enemy to max out your *Dafeat the 
‘Avid Sentrias!” Episode GJ Award. If you lika, 

take a mamant te raid the ENG Baxas in the west 
‘storage room for Disa Grenades and a fresh sult of 
Battle Arman 


Whee you'ra 
ready to move 
‘bn, fellow 
your radar’s 
objective 
beacon 
toward @ 
lant elevator 
Get aboard to complete the mission 


procectea ay coRyrIgnE Unaucnertze or uniawrut copying Gr sewriaacing xpremsty Preeted 
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Objective 1: Find the Contra! Post 


The sevelgRaee tara eR aan es ara 
henber wth a winery pool Looks ha yon 
onde SacenEs fa a=atoEWaIEo Ee 
Canam ils sonar coe Set ee 
rr 
irso0n 

ince 
tanta 
ae 
Sageas a 
se 

oy 
thew NEVE 
"s guard the platforms, pick aff as many as 
ja oa bor seed ance eoe 
lem : 


| See = 
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‘soon 
becomes 
‘epnarent 
that NEVEC's 
underwater 
facility is 
quite lange. 
Multiple 
ramps and platforms extend from the structure's 
tall cylindrical care, and powerful weapons lie all 
over the place. Gear up as you investigate 

facility, neutralizing all enemy soldiers 


Diving for Data Posts 


The first 
Data Post 
stands under 
heavy quand 
near some 
spotlights 
fn ane of tha 
facility's lower 
tiers. Eliminate the surreunding soldiers and than 
activate the Data Past t6 gain tha use of radar 


3 


Follow your 
radar's 
objective 
beacon to 
lacate the 
next three 
Data Posts, 
activating 
each one to beef up your Battle Gauge, 


7. 


‘The Control Post: you seek js located near Data 
Post 4. Activate it only when your team is ready to 
‘tale on a big, bad boss: 


[Ensone 2—Cuarven 3 (Evens S—Cosren 7 
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Bringing the Control Post online forces NEVEC's 
hand. They finally decide to use their experi 
ental waapan—a massive underwater gunship. 
hnown as Vital Fartress—ta stap yaur team, 
Luckily, you've got twa things going in your 

favor: a huge Battle Gauge and a ton of powerful 
‘weapons at-yaur disposal You'l need both to 
destroy this mighty vessel! 


For the 
First half of 
the battle, 
Vita 
Fortes 
faces the 
cylindrical 
facilty and 
circla-strafas around it, keeping its forward 
‘weapon systems fecused an yaur team, Be 
prepared ta shoot down the many torpedoes the 
\vessel sends your way. and fire on its mass of 
red targeting lasers to inflict damage, 


vy S0o0sicS 


‘on where che boss i defeated! 


[NEVEC's esperimental weapon is «large submersible 
aun as Vieal Fortress. This war machine Is 
‘covered In thick armar and armed ta the testh with 
an array of lethal weapon systems. Vital Foreress's 
primary weak points are les forward targeting 
isces, a rear propulsion thrusters, and the small, 
range discs on is top. Attacking the boss fram 
‘ave is the ideal strategy, asl gves vou the best 
angle at all of es weak polnes while reducing your 
‘caposure to its tarpede arrays. 


Protecerd By copyright. Unaucrorieed or urtawrut copying ar siownieacin wxpreasty prefiated y 


wise idea, Use tha large circular vants to soar 
back up to the facility's higher tiers, then rain 
rockets and such back dawn an the boss, Target 
the-vulnerable orange discs on top of the vessel 
to inflict. greater damage, 


a 
Healeh: 15,000 fighting \ 
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swoon ohenehe 
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ieiber Pru 300 pre ee f 
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Don't chase Vital Fartrese as it encircles the ‘As Vital Fartrass nears death, ie attacks become 
structure—you'l waste a lot of time trying to Keep mare frequent and feracious. You'll soon want:to 
Up. Instead, run i the opposite direction te head remain an salié ground sa yau et rail ta avoid 
‘olf, greeting the boss with a racket or two each damage as scones of torpedoes zip all about. 

time you meet up 


: When you at last succeed in sinking Vital Fortress. 
Vital Fortress turhe sideways, 3 race after it and strive te eallect all of the [?) 
‘speed as it continues to circle’ around the Foxes that spew out, Grab therm all to boost your 
Structure, launching torpedoes and spiky mines. _pn.of-missien foot—and aan the mission's final 
While it's moving sideways, the vessel’ Episade GU Award! 
thrusters are exposed; taka advantag 
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ISODE S-CHAPTER 1 
Mission 1 
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m the Ship 


\\ Throughout the fifth episode, you ot rf 
waling troublemakers known : 
C's huge mobile weepon platform an you 
GAF14 Faatrey 
| k 


a 


noe you're 
lose enough, 
bogin obiic- 


When you're 
cut of heavy 


firepower, fy 
erating the clase and land, 

many Zebet vyour Fastrey 

and Turntable fn the battle 
‘turrets ship's right or 

: affixed to left walkway 
‘he battleships lawer level. Destroying these Open ENG Boxes far goodies and activate the Date 


dangerous turrats before you land mates your Posts to enable radar There's a Data Post ta 
infltration effort far easier: Don't stop until you're activate an each side of the ship. 
‘ut of rockets! 


The hatch 
controls are 
‘guarded by 
an enemy 
Turntable, 

a GAN-34 
Granseed. 
‘and multiple 
soldiers, some armed with Rocket Launchers. 
Continue using heavy weapons to annihilate these 
threats and secure the area, 


‘The Vagabundo leader is having trauble landing an 
tthe vehicle and asks you to open the rear hatch 
for him, The hatch controls are insida the vehicle: 
follow your radars objective bacon tf find them, 
{gunning down NEVEC Soldiers that move to, aoe Valeerst 
stop you 


Sppocite tide for additional Battie Gouge 


‘openithe vehicla's rear hatch. The less time it; took 
you to open the hatch, the better the “Get the 
Hatch Open Episode GJ Award you receive! 
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Now that 
yur radar 
i up and 
running, 
‘see that 
} Control 


rol Past 
te the roam and heed 
antral Pasts, gunning 


Opening the rear hatch has allow 
\Vagabundos to averwhelm NEVE 
Battleship. Now you must find the 
eontral raom and take total eantnall 


the 
weriand 


ch af t 
down mare NEVEC Sold 


7. 


When you 


finally track 
down a 


starting 
point (the 


rear hatch 
ab | contro cessjpf taking over the vehicle. Your te 
ga through must activate and hold bath Control Posts 


he left complete the mission, so leav 


fiend o 
Control Post. you sé 


oorway to reach a corridor, then advance Lbchind ta quard the fr 

award some stairs. Duck inta the room to the 

right of the stairs to discover a Data Post. It 
ut to be Data Post 2. 
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‘fyou're in the. 
mood ta score 
‘more Battle 
Gauge points 
‘make your 
way up to 

the vehicle's 
eof, blasting 
‘more Turntable turrats up here befare they shred 


you. Data Post: 1 stands on the roof; activate it to 
‘extend yaur Battle Gauge and radar 


<= 


ANET* = 


Activating 

‘the Contral 
Posts is only 
half the fun, 
afterward, 

you must 

5 =| struggle to 
Re ssikk Keop both. 

Contra! Pests entine for a full 90 seconds. Split 

your team inta twa pairs to defend both sites at 
once, because hordes of enemy soldiers: coon flood 
the place. The mission ends when the timer ticks 
down to zera! 
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= a 


> 


Sie you de ine’ = VB, anc Ghat Inchaen q 
Turntables § 
‘While the Vagabundo leader works at assuming 
control of NEVEG's Gverlend Bettieshin, he 
invites his comrades to slaughter the remaining 
NEVEC troons on the vehicle. Begin picking off 
NEVEG Soldiers as you cross the ship's rool 
heading for the far Date Post. 


toting 


H 
Ospreys H 
soon beain Li 
as wal 


Flies in the sky tees 
Be additional NEVEC Soldiers and VSS to thwart dl 
Ses, Roma poere sn rom err \¢ 
hawt of 
-_ 
vt ates Exit and repair your Turntables whenever 5 
Ospreys 


Wille zeroing in on your position. Usa the vast 
array of powerful weaponry that litters the 
aaftap te shoot dawn the Ospreys, including 
the GTN-AO1 Turntable turrets, 


Objective @: Don’t Cet NEVEC Open the Hatch 


re 
i 
tal| 
‘After several minutes of Osprey obiteration, you intercept a 
NEVEC communication that gives away their plan: They intend 2 
te open the mablle weapon platform's rear hatch sa uhat Lg 
Ii) NEVEC troops ean flood the vehicle and regain control. You . 
‘must not let this happen! 


SS) 


(Home | [Intmopuenion | [Basic Traine) (Camaicn Move) (Onune Mooe |Traiwinc Mone | (Appenoix) (Ant Gatien) 
(Gua Moot) (Ensane 1—Craran  )[Enaooe 1—Gnarrex 1) Eouooe 1—Ciavren@|(Ernove 4—Cvanter 3 (Enuoos Curves 1) 

(Esse 2—Coapren 2 |(Ensooe 2—Ciarven 3 Enanor 3—Curren 4 (Eonooe 3—Curren 2 (Emaoe 3—Curen 3) [Evaooe @—Gusrex 1) 
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Continue — 

obliterating 

Ospreys 1 

favoring pe! 
I 


the traoe 
transports, 
but send at 


teammate down to de! 
you used to open the 
very first: missian_ Kill any NEVEC Soldier 
attempt to interact with the Control Post 
open the reer hatch Continue kiling NEVEC's forces whi 
. wing the rear hatch Co 

fore the heavy casualties NI 

in their Battle Gauge (shown 


to gather thermal energy. The rest can 
| ellecting weapons and hopping into Trntal 


in gaining : 

otal ont Hang out naar ; 
tne charger } 
ond gocher r 
lots of TENG. La 
Before ong 


es of Told 


gin zipping 
about. Enjoy 


f 


(Home | [Inteopuerion | (Basic Training) Quine aa) fais Meat) fAnrems | oar eae) 
(Cabs Mose] Enscoe 1—Cruren 0 (Emene T=Cuasres 1 t= Charen 2 [Eniooe 1—Coavren 3 [Enaabe @=Curren 4) 
(Ersane © Gir ) [Enos 2 Chars 5 (Enamae S—Cearer 7 [Eouaoe S=Davee 2] owe 3 Coen [oe 

(rsa =u Ecos 4=Coanen 3 [Enemne @—Coorer 4) [Emene €=Curren (Eneoce Scare] 


(Ersoce 5—Grasren 3 (Erne €—Guarren 1] [Enaone &—Coarren 2 [Eonoce 6 —Coaoren 3) [Eraooe 6—Crarren 4] 
Lee 


ia 


to dwindle, alert your teammates se someone can 
move te the FENG Chargers and bepin harvesting 1 
‘mare cannon amma. That player may then eke 

‘your place in the gunner's seat when you run eut 


SsSobsiaS 


‘The Til are the least of your worrias—e 
‘massive Category G Akrid soon appears, 
dwarfing your stolen ride, Rush to the giant. 
feunnan and climb inte the gunner's sea: 
‘bug-blastin’ cima! 


Heat: 7.200, 
Weak Poines: Arms, face 
bly cores, back cores 
‘TENG Mllease: 1,000, 
ones 


tha huge lagueing projectiles Balztencla that 
(nae Peta 100 See Se a ee 
the betleatp, buE VS Gang Guns vl dispatch 
ime jaya are sic ape corgees 
(aries 


= 


Baizten: 
taba Ll 
alowng og i 
fants are t 
titan the AVeer-slferngsigniicanc damage, Baztoncale 

aasest olapse onto the waapon platform, nly 

weak ap088 winoratle. Unleash the etteship'scannan on ¢ 
SDE = ite band rod ayes ta deal th dost bon Co tis 


Blasting tham with the giant cannon can causa massive manster! 
tthe boss ta stumble, throwing aff its attack 

‘hythm. Target the log jaints to hamper Baizten- 

feale's attacks—and work toward maxing aut an 

Episode GJ Award in the process! 


oo a 
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EPISODE S-CHAPTER 3 


Mission 1 
ANY, 
bein ae este 


Eidome ) <{Beerasioucrvoe | “{C.xee, Tose Ha) (RRNeRmReey (Qut ie ARNE) [T stsneney Mont} [Pesmat) feral eey) 

(Gas Moos] Ensooe 1—Craren 0 (Eouooe 1—Cuaren 1|(Ersooe 1—Chrrer 2 [Enaooe T—Cuwren 3)[Eoaaos @=Guerren?) 

(Coanoe = Goanren Z| [Evanoe 2—Cunrrox 8 (Eranoe 3—Conercs 7) [Epnent 3—Gurve Z| Enanoe 3—Coaprex 3) [Evaooe €—GucrexT) 

(Srsor Gre [Ersoe Curen [Eronn € uve [Eman Coren Eun 5 ourren + [Ere Bw) 
Erecs €=Esarn 1 [omer 6=Ennin Brus €=Burn 3) [rene 6—Erare 8] 


(Objective 1: Shoot Anyone Who Comes Near vou 


Ss S00siaS 


Realizing Ospreys and soldiers aren't going to 
Det their property back. NEVEC has na choice Charge up your cannon, but walt for the enemy 
ut to send anather Overland Battleship to stop cannon to unfold before firing, Nail the enemy 
the Vagabundos. Your battleship’s cannon willbe cannon while it's unfolded ta interrupt ite ) 
instrumental in defeating NEVEC, but remember charging sequence and inflict: massive damage. 

that it demands plenty of TENG, Use the FENG Repeat this until the enemy cannon is at | 
Chargers near the Turntables ta boost your Sete oe ae 

‘TENG supply straight away. billow ou 


Once you've 
gathered 
planty of 
TENG, 
arepnie 
pilot your After erppling the opp: 
ae your cannon loose on the enemy battleship's J 
Ship's plant cannon. Your primary target is the — Tyeneables, Ospreys. and "wing" —the four 
opposing battleshin's cannon, which is similar \gege vertical plates on its sides, Destroying the 
to yours, wings is optional, but you'll earn an Episode Gl 
eam Tactics Award far blowing them all way! y 


ng eannan, turn 


the enemy 
battleship 
crashes 


into yours, 
presenting a BS 
ftime opportunity for the Vagabundos ta capture 
2 second invaluable prize. Load up on weapons 
and TENG, then destroy any remaining Turntables 
before leaping aver ta board the enemy ship. 


turrets, 
activate Data 

Post 2 an 

your battle 

ship's lower 

walkway to 

extend your 

Battle Gauge and creat: 
point: 


—b 


Once you're 
safely aboard 
the enemy 
bavtleship, 
bogin your 
search for its 
Contral Post, 
You'l find it 
inside the lower carga hold, defended by numerous 
NEVEC Soldiers and a formidable GAB-25M Cakti 
‘VS. Pick off soldiers and tosé grenades through a 
doorway to thin out the roam before entering to 
finish off the Cakti with powerful weaponry such as 
VS Racket Launchers, 


‘After securing 
the cargo 
hold, make 

a quick 

sswean for 
weapons and 
amma before 
activating 

the Control Pest, Thia is turning out bo be quite a 
profitable venture! 


‘The enemy's 
antral Post 
‘must remain 
active for a 
full mine 
Naturally, 
NEVEC sends 
‘many more 
Soldiers to reciaim the post. Make a stand and 
keep that: Control Post running until NEVEO's 
‘second Overland Battleship is yours. 


‘eroellant cover. Also, don't be afraid ea fall 
benit beste getting killed! 


natayNEVED 
isn't about 
to make 
the same 
ceastly 
mistake 
bwice 
\Upen lasing control af their secand battleship, 
snarny quickly activates an unstoppable 
jestruct sequence. Hurry and callact the 
‘many (21 Boves that flaod the enemy babtieship's 
‘cargo hold before making a mad dash back to 
your” ship. 


Fg 
EPISODE & 


Race beck 
to your 
ship before 
the timer 
reaches 
era and 
| seek 
shelter ia 


uc 5 
the carga hold ta escape an untimely demise, 


‘You didn’t got the second battleship, but how 
many of these things da you really need, anyway? 


—y 
CHAPTER 1 


ide 


In the campaign's sith and final Episode, you 
‘once again play as the ex-NEVEC agents who 
‘succeeded in storming NEVEC's secret: ocean 
facilty. The agents have boarded the shuttle 
headed for space station NEOS and must now 
fight to gain control of the shuttiel 


SSS le / 


chohaa 
Be pont 
i feng on 
\ thehves 
Seley ta BA Arora eh aso 
toa: When au gana conte te, 


LOSE PLANET? —= 


jesperate Measures 


Fioalzing thair dire predicament, @ wounded NEVEC soldier manages 
{to open the shuttle's cargo bay doors, ejecting all occupants into 
space. Fortunately, you and your squad secure jat packs that: allaw 
Yyou ta avoid @ nasty demise! 


Land aboard 
the shuttle 
and begia 
eliminating 
the NEVEG 
troops that 
have raliee 
Inthe cargo 
bay. Use grenades to quickly defeat those wesring 
Batule Arman Activate the Data Post when it's 
safe to do so to gain radar and extend your Battle 
Gauge. 


You must return ta the shuttle before thijenemy 
closes the carga bay doors again. Press tha 
Jump button repeatedly to engage your jet packis 
Thrusters and baost taward the shuttle, aiming to 
Jand near the Date Post, 


Your radar 
reveals 
antral 
station near 
the feant of 
the shuttle. 
Go there 
and eotivate 
the station to clase the shutti's bay doors 
i completing the mission. Make sure all of your 
teammates are aboard before closing the doors 


as w 


+2 


Objective: Head for the 
(Engineering Section 


annen 


Posing as the shuttle's craw, your team is 
able to dock at space station NEOS without 
Incident-—that is, until station security is unable 
te verify your IO, codes, Sensing teaubie, the 
Station's soldiers prepare for battle as your 
team exits'the spacecraft. 


Callece 
the Shield 
ear the 
starting 
point, 

then turn 
‘around and 
descend a 


Date Post 
Bis close 
by, one 
ower deck, 
but it's 

"guarded 
by multiple 
‘GTN-AO1 
‘Turntables and a GIN-ADSM/C Zebet system. 
‘Take out the Zebet's sensor arb, which stands 
just off ta the sida, from an elevated vantage. 
‘Then toss grenades at the Turntables. 


‘rom easily respanding. Also, fel tree to spread out 
‘and complece multiple objectives at ance, paric- 
Slarly after seeuring Data Past 3. 


Activate 
Data Past 

8, then hap 
Into ane of 
the nearby 
vacant 


and blast 


‘away at Lhe enemies en the far narth platform, 


‘Toke advantage of the TENG Gherger near 
| Gave Boat a before moving on: 


With Data 
Post 3 
up and 
running, 


up the 
large west 
ramp to 
locate Data Past 2, which is largely undefended 
Activate the Data Post ta extand your Battle 
(Gauge and radar 


Let ‘em Gleed 


Gp east from Data Post 2 ta discover a vacant 
GAH-42BS Bleed, Climb into the VS and use it 
to help you secure the rest of the station 


Return to Data Past 9 and go north toward Data 
Post 4, Destroy the Zebat system near Data Post 
4 by attacking the elevated sensor orb ta the 


north. Activate Data Past 4, then continue north 
to discover Data Post 6. 


TTDI Nida 

atmed with 

j ‘win Blast 
‘Shell Launchers. Heave grenade at tha Nida to 

destray it quickly, then activate Data Past 7, which 

‘s close by. 


| eeggpea en 


With Data 
Post 7 up 
and running, 
boost up to 
the overhead 
ledge and: 
tackle an 
enemy Bleed 
VS. There's a Turntable an a ledge behind yau that 
also neads destroying. Beware: An enemy GAN-34 
Granseed wil kely drop in from above at this 
‘Agint—show it no mercy. 


i>» 


Data Past 
5 stands to 
the west, 
and there's 
‘ther empty 
Bleed VS in the 
nearby hallvay 
Activate the 
Data Post and allow your final teammate to clint 
into the Bleed, 


With Data 
Posts 4 
through 7 
feeding you 
radar intel. 
repair your 
\VSs and then 
march your 


‘army of Bleeds up the large west ramp. The ramp 
Is dofended by a Zeber system armed with VS 
lcket Launchers and an enemy Granseed: keep 
to the sides of the ramp so the Turntables can’t 
targat you, and draw out the Gransaed, destroying 
it with greater ease 


After downing 
the Granseed, 
duck out from 
the sides. aim 
upward, and: 
pick shots at 
the Zebet's 
overhead 
Sensor ofb. Stay mobil, strafing back and forth 

‘to dodge the Zebet's rockets until the orb is 
destroyed, wiping out tha turrets, 


sure to eject before they explode 


With the 
Zebets out 
‘oF the way, 
advance up 
the ramp and 
tenter the red 


light to end 
the missian. 
IF you haven't received the highest “Destray the 


\VSs" Episode GJ Award yet, consider backtracking 
to make sure you've taken out evary turret and 
‘mabile VS around the station. 


ee ee ee 


Your team has breached the space station, 
but the cannen's control area is locked dawn 
‘Activating five Data Posts in Engineering should 
help open things up. Drop dawn the lang vertical 
shaft to begin your search for the Data Posts, 
(grabbing a Alfle from one af the shaft's ledges 
as you descend, 


i teads co e | consumption. 
forge tunnel 
$39 Ah ies wen 

NEVEC 
troos 
| Yank a VS 
Ms ws SF Eicon 
off the remnants of a ruined VS and put ita | 
good use against these minor threats 


‘Cut them dawn 
your way down, 


SSS 


=\\ The shaft | MS-EM Lasers anly drawback is fe Nigh TENG 


Tawer ef Power 


‘repping down. 


and saveral 
GAF-14) 
Fastreys are 
lecates near 
the base of 
tthe chamber, _ BS 
close to Data Past 1. Stand near the TENG 
Charger to gain thermal energy and camplete 
an Episode Gi Award, Activate Data Post: 1 to 
able radar 


sneray store te bulld-you da not went £0 


Blot the 
Fastreys 
Sa 
wor 
| vee ad 
= 
{ eee 


Use yaur radar ta locate a winding ramp te the 
west and follow it up ta @ highar level af the tawen 


The ramp 
Jeads to Dat 
Post 2. which 
‘ under 
heavy guard 
by several 
soldiers in 
Battle Armor 


Neutralize all chraats and then activate the second 
Data Post, 


Continue climbing the tower, moving Lowerd Data 
Post 3. This one’s quanded by three Zabet defensa 
systems: one pops up near the turret, and another 
‘two are poised on the high north ledge. As always, 
destray the Zebets’ sangor orbs to secura the 
site before landing and activating the third Data 
Post, 


Proceed 
‘onward and 
upward, 
picking off 
Cyclone 
dafense 
drones 2s 

El you move 
toward Data Post 4. You encounter two forrnidabla 
Triseed VSs along the way: spread out your team 
to assault these agile foas from multiple angles 
land hit: tham with everything you've gat. The VS 
Flcket Launcher faund near Data Past 4 should be 
of same use! 


Things go 
much easier 
for your team 
‘once the 
Triseeds have 
been dealt 
| with, Activate 
the fifth and 
fel Data Post ta clear the path to the control 
booth at the tower's top level 


| eceacee ty copyrighe. Unauchartews or uniawrul copying ar dewrisaaing expresaty prahntee 


Croaoe Coven 


Troe 2 (Enooe 3—Ciupren 3) [Emons 4a 
-#—Grarien | [Evsooe 4—Cuarien 4) [Enaave 4Cuarex §)[Ersooe 5—Charen 7) [i 
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With all ive Data Posts activated, your path to the tower's 
‘control béath is made clean Seale the slaping ramps near 
Data Past 5 ta reach the tawer's apex, then run up the 
‘ramp outlined in red light to access the control booth 


eee ee 


ANET* 


Objective 


Escape from NEOs. 


Upan reaching the centrals, your team discovers 
‘that an emergency protocol has been activated— 
tthe facility is Sot to auto-destruct. Punching i 
‘code, you menage to unlock several advanced 
PTX-140RHardballar VSs that will help your team 
complete their mission, 


Unfortunately, 
NEVEC sends 
aihost of 
VSsito stop 
you, eluding 
‘several 
Gransaads 
and 
Hardbatlers of their awn, Usdyaur Hariballer's 
thrusters for superior mobilityshovering and 
dashing as you rain dawn death an each enemy VE 


Ehisode GJ Award if chay all survive! 


The VSs just 
keep coming, 
after another: 
Eventually 


a burly 
GAN.24w 


Brocakt! 
arrives to ruin your day. Trade your Hardbaliers’ 
Gatling Guns for more powerful weapanry, including 
VS Rocket Launchers, to help even tha score, 
Destray the Bracakti to at last escape NEOS with 
your lives. 


base of foot jane 
191 Box Probabltey: 100 percent for 20 (9) Boxes 
(on death 


is eetually 
‘combination ef ta GAB-25M Calis, one stacked 
‘stop the other. This imposing ateel beast ists 
‘Encountered in the campaign at the end of Episode &, 
‘Chapeer 2. Beware its brutal attacks, especially those 


proceceed ay coRyrIgnE Unaucnerte or uniawrut copying ar sewrieacing expremsty Preeted 


Mission 1 


‘There are ne Episode GJ Awarde to achlove in this brief mission. 


‘Your team’s missian has been successful: che 
Control data for NEVEC's orbital cannon has 
been relayed back to the ex-NEVEC commander 
bn DAN, Ii Now you rust return to the planet 
and take out that Qver G before t's toa late. 
‘The PTX-140A Hardballers are your ticket hame. 


(Of course, things are never so easy—a 
‘dangerous field of orbital mines poses a serious 
‘threat to reaching E-0.N. Ili one piece. Shoot 
‘the mines as they draw near ta destray them, 
‘and strafe side to side ta dodge the anes you 
‘miss. t's OK to got close to a mine sa long as 
‘you don’t touch one. 


“The Hardballors carry your team to the planet's 
surface, but passing through the atmosphere 
takes its tall The VSe are now beyond repair: 
you'll have to proceed ta the Over G's location 
on foot. 


Proeecerd By copyright. Unaucrerized or urtawput copying ar siowniaacing wxpreasty prafiatoed 


LOSE AMET? 


Mission 2-Area 1 


Your team begins this mission in various areas: 
the landing was a bit rough. Advance and act 

‘2 Data Post near your starting position to 
radar You don’t gain a map, but your radar 
‘at least shaw the general location of your next 
objective 


Press onward through the driving snow, heading 
‘toward the objective marker. Grab any weapons 
you happen to spot and qun down the odd Sepia 
hat tries to start trouble, 


you notion toammate's signal an radar, move 
‘oloin up, prone There's strength in numbers, 
| you know! 


Reming, 


Beware when approaching Date Post 2: two 
furious: Dongos-ambush you. Circle around them 
‘to avoid their rall attack, and assault thele 


Wulnerable tails with grenades and gunfire 


‘The Sepia you've encauntared hail from a 
Genessa that lies just north of Data Past 2 
Destroy it to stem the flaw of Sepia, then 

‘activate Data Post 2 i you haven't already. 


Fight or Flight 


Continua pressing north toward the next. 
‘objective, eliminating all Akrid that. gat in your 
‘way, including @ third Dango. Two massive 
Chryatis emerge from the snow as you near the 
‘objective: the area's exit. Kill bth Chryatis if 
‘you Wish to max out the °Fight Of the Aki” 
Episode GJ Award, or simply dash into the rad 
‘zone to advance to the next area—we won't tal! 


homo Eas 
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regrouped 
TENG Charger. These supplies 
"will come in handy, for a vast number of Akrid 
“are inbound. Load up on Machine Gun amma 
before exiting 


jane 
Data Post 

outside 

tthe:bunken, 

then hep 

Into the! 

‘a nearby 

“Turntables, You must: hold this pasition against 


I help you do just that! 


} 
i 
4 
i 
| 
| 
i 
Hi 
i 
| 
H 
i 
i 
3) 


MET! 


Lowly Sepia 
‘and Bolsepia 
attack at 
first, flowed 
by mare 
powerful 
Akrid such as 
Dangos and 
CChryatis. You have plenty of firepower to hold this 
position as lang as you explait the TENG Charger 
and are quick to identify targets. Use your radar to 
‘spot inbound Akrid through the haza of snow. 


Team Tactics 


‘Consider manning the Turntables in shifts, having one 
‘teammate alaays standing near the TENG Charger to 
bull up lets af ne for the Laser Vulcans. 


‘you prefer 
mare 
hands-on 
apargach, 
drop ta.the 
‘ground level 
and take to 
: ‘ube Akrid with 

fa Shotgun, This comes with abvious rigk; use your 

‘Anchor te return to the bunkef\to racaver health 

when you've had enought 


| Objective 3: Proceed to the Over G Staging ar 


71 


Be sure to use the Turntables when Chryatis: begin 


to appear—thay’ll make short work of thesa glant 
‘menaces. Assail the weak points on their arms 
to cripple the Chryatis and prevent them fram 
knocking you out-of your turret. Hurry and return: 
to your Turntable if you're even sent Nying. 


After several minutes af intense Akrid-smashing 
your commander radios in, telling you that it’s 
safe enough to proceed, A new objective marker 
‘appears en your radar: make a dash far i, leaving 
any remaining Akni behind, Dig at snow piles 

you notice along the way to uncover a variety af 
powerful VS weapanry—you're going to need it! 


‘As you near Data Post 2, a massive Category G 
‘Avid emerges from the ground in a fury. Great! 
Better destray this baddia before carrying on. 


| erseactee fy copyrighe. Unauchentews Or unlmwru cEpiying ar dewrinaaing expreaty prahnteed 
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(eee Ser ome ere [mee tere eer Se mF sae) 


(Objective 4: Dereat the Category c 


‘Hate: 15.000 
‘Weak Peines: Mourn side 
‘FENG Release: 2,500 
pines 

{21 Box Probabiliy: 100 

percent for 10 11 Boxes fon death per Undeep) 


‘The Undeep are glant wormike Akeid that travel 
underground, surfacing tx deveur the unwary. 
These creatures came in pairs and primarily attack 
by charging, being, and launehing valleys of giant 
projectiles late the sky, which soon came crashing 
back down al around you. The Undeep's only weak 


This base is 
actually a 
pair of huge 
ccaterpiliar 
tke 

Their weak 
points are 
tthe insides of thair mouths and the raws of 
Glowing pores along their sides. Circle around 
{the Undeap each time one emerges and unload 
fn its weak paints with the heavy VS weaponry 
that les all about, 


7. 


The Unde 
primary 
attack by 
trying to. 
gobble you 
up—another: 


‘good reason 
te circle 

around them each time they rise from the snow 
Ifyou gat a chance, blast the yellow week spot 
inside the creatures’ mouths—these are their 
most vulnerable spots. Otherwise, just: koep 
punishing those side pores, darkening each one. 


7. 


The Undeep 
also attack 
by standing 
tall and 
spewing 

a host 

of large 
projectiles 
inta the Sky. These projectiles soon come 

rashing back down all around the ar 

lots of rolis to reduce the adds af taking 


perform 


damage, 


Keep punishing the Uindeep’s weak points and 
theyll eventually fall:Kil both creatures ta max 
‘Out your “Defeat the Catagory G” Episade GJ 
‘Award, and be quick to grab those (71 Boxes 
that fly 6ut when the monsters fal! 
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puobe 4—Crarier 3 |(Ensoce 1—Ciasier 2] 


SS 


LOSE AMET? = 


Your 
‘commander 
radias in after 
you take out 
both Undews, 
informing you 
that they ve 
managed to 
pinpoint where you need to ga next. Fallaw your 
‘objective beacon tn the mission's exit 


r= 
EPISODE &-CHAPTER 4 


‘While enjoying the mission's dramatic 
conclusion, be prepared to imitate any button 


i 


a 


Objective: Hi for the\core! 


You wort 
be able to 
destroy all 
the Genessa 
before two 
Chryatis 

bicched. 
‘Spread ut and surround these huge enemies, 
bringing thern dawn with grenades: and other 
powerful weapons as you've done so many times in 
the past, 


In the campaign's epic final chapter, the heroic 
squad of ex-NEVEC agents must fight: their way me 

to the Qver G's core-and destroy the monstrosity | lt mvary Akridl in shin minnion ta rmax ove your 
before all hope of saving E.0.N. iis lost. Dave tre Beeryie Melee Aa 
Practically everything you see around you is parb of Make good use of the ermamense that te 


the massive Over GAkrid; waste na time unloading 
‘on the surrounding Genessa 


See 


Make a Your radar 
thoraugh provides 
sweep for 5 no map, 
weapons. j but it does 
afar reveal that 
defeating Data Post 
the = Bis close 
Chryatis, by, Grapple 

then ratumn your attention to slaughtenng onto a higher plateau to discover it, but be 

Genessa, Same of them are high up on the prepared to battle anather Cheyatis guardian. 

walls: clear the area before proceeding, You should hava enough firepower at this point 

te make short work of the monster: if nat. the 
nearby grenades, VS Shotgun, and Pile Bunkar 
soy all of the Geneses in this mission should hela! 

Breeding Groundal™ Episode Gu Award! 


Data Posts 1 and 2 
Explore a 
arrow teal 
H to locate 
= a third Pi 
Chryatis i ; 
that's 
euerding tee 
2 Data | 
Post. Bombard the monster with rackets Continue along. using your radar to locete 5 le 
and grenades trom afar before moving a to _-‘Genessa and Chryatie, eliminating all trace af ‘if 
actiuite Duta Post, 1 Don't mice the VS Rocket AK" Kfe Follow your abjactive beacon ta locate 
LCauncher‘on s nearby cif the area's ext, but don't fle the scene Until , 


you've gathered all the firepower yau can. 


Wear Down | een wound |i 
the Enem/_ | Flesh Wau 


Objective: Head For the Core: 


‘Your commander radios in as your team enters the second 
tea. reminding you that your mission has not changed: 
CGontinue-to overcome the Akrid as you fight your way ta the 
(Dver G's core. Immediately activate tha nearby Data Post to 
‘enable radar 


EAMET? = 


With Data Continua 
Post 1 maving uphill 
online, use te locate 
your ragar Data Past 
ta nesume 83, Hurry and 
your hunt activate the 
for Genecsa Data Past 
Notice the while a giant 

tlant Grange spheres as woll, these are part of Over G sphere descends, blodking the path ahead. 

the Over G itsalf, and thay can withstand far mare 

punishment than Genessa can. The spheres also = GALITICIN 


periodically launch fiaming projectiles at you, so 
‘be ready to roll away and dodge. Use powerful 
weaponry to destroy these spheres. crippling the 
(ver G as you fight to reach its core 


| Episode GU Awards! 


Upnin Battie 


After elimi 
‘ating alt 
Genessa in 
the area, 
follow your 
radar to 
Data Past 
2, callacting 
Rocket Launchars and athe weapons as yau go. 
Activate the secand Data Past to extand your 
radar and add poines to your Battle Gauge. 


i 
H 
t 


td 


loware the Quer G aphere's projectile attacks 


Hit the Ovae-G sphere with everything you've got 
but be prepared to roll and avoid its fireballs when 
tthe sphere begins to charge un an attack. inflict 
‘enough damage and tha sphare wil withdraw, 
allowing you to proceed ta tha area's ext 


ri 


ooo0 


| 20a 


The thind area presents your team with a choice 
‘ef heading uahil or dawn. Turn right and venture 
Uphill to start, eliminating some Cheyatis- 
Spawning Genessa, 


This area 
also 
presents 
you with 
ew adver: 
saries: 
Faibees! 
Strafe and 
rolizaaveld these fying eds’ projecties, and 
‘target thair wings to bring them crashing down, 
(Once you've grounded a Raibee, hit its glowing 
belly with everything you've got to ensure it 
doesn't get back up! 


rar 
tao 
Stats 
pecans 

erereh 
ee 


Raihees are large flying Akrid that swoop dawn to 
assault thelr prey. After making thelr initial attack 
run Rainer een tof to hover ae a 


hile he Ralbee is unable ta act. 
he 


Wiping out 
the Genessa 
atop the 

hill reves 

fa shorteut 
a the next 
area, Head 
through if 
you wish to get a move on, BUE know that you'll 
miss out an maximizing your Episode GJ Awards 
for this area of the missian if you dat 


Award Hoarder 
If you wish to max out your Episode Gu Awards 
for this area, sprint downhill instead of taking 
the shorteut ta Area 4. Locate and activate 
Data Post 1 at the battom af the hill and don't 
‘miss grabbing the nearby grenades and Rockat 
Launcher—you're going to nad them! 


Boware: 
Bongos 
‘erupt fram 
tthe ground 
as you 
advance 
award 

Data Past 

1 Gircla around and punish the Dangos’ tals 
defeating them as you've done many times in the 
past. 


As ever, 
bbe on the 
laakout for 
Geneesa 
and Over 
G spheres 
that need 
abiterating. 
Use your radar to spot them all and pound these 
targats with explosive attacks. Beware the 
Spheres! projectile attacks and be ready to rol 
to avaid damage 


LOSE PLANET? 


Don't rlaie The area's 
‘after making exit les just 
it past the beyond the 
‘Dongos, for Chryatis. 

a towering Track down 
Chryatis and activate 
comes next! ‘he remaining 
Battes this Data Posts 


brute with relentless blasts from grenades and 
Rocket Launchers, 


for Battle Gauge points if you lite, or simply 
advance to the next area. 


From the looks of your environment, you're clearly 
‘on the right track—the Qver G practically blankets 
‘everything now. Look across the wide pit near 


the starting point and notiee an Over G sphere 
‘emerging from the far wall. Unload on the sphere 
with everything you've got until it retracts. 


Continue 
monitanng 
the ait 
sliminating 
another Over 
G sphere that. 
‘emerges down 
below. Drap 
into the pit afterward to explore a lower tral 


Taka on Sepia 
‘and Botepla 
down balaw, 
aiming to 
neutralize thelr 
Genessa, You 
Won't have the 
‘ advantage of 
radar at fiest, so keep a sharp lookout. for Genessa 
and hostile, 


| tral, including multiple Rocket Launchers, 
——— 


Keep circling 
around the 
lower trail 
until you spot: 
Data Past 
Toff to the 
side. Activate 
hs Data 
Post to enable radar once mare 


this hel 


With your radar up and running, track’ down all remaining red 
blips and neutralize every Gafiassa and Over G sphere, Emi 

‘ating tha final sphere opens the path ta the next area load 
Uup an ammo and then fellow your abjective marker deeper into 


You're getting close, but there's still a ways to 
‘90 bafore you hit the core. Advanca and grab 
‘the heavy weaponry near Data Post: 1 before 
‘activating it to enable radar. 


‘An Over @ sphere will have emerged to tha 
north by tha time you gat the Data Post. online. 


Pound it with grenades and rackats to force it 
te withdeaw. 


Many more 
‘ver G 
‘spheres: 
‘appear, 
‘each one 
popping 

up to 
replace the 
last. Make a stand near Data Post: 1/and burn 
through plenty af ammo eliminating all Over G 
spheres, Always be raady ta roll at a moment's 
natice tp avoid inbound fireballs, 


Destray the final Over G sphere to reveal the 
route to the next: area, Grab as many weapons 
23s you can bafore proceeding—the final battle 
awaits! 


LOSPLAMET? 


Begin Mission 
Return"! 


You've finally mada it: Thal Qver G's cond is just 


‘ahead, Use your Anchor £0 wxis the starting pit and 


race up the narraw path 


‘The path 
leads toa 
huge hil of 
pure magma. 
Sprint onto it 


without fear 
‘and activate 
Data Post 1 
Climb to the tap of the searching hill afterward to 
at last confront the awesome Over G. 


The Over 
undulauing 
pile of 
destruction 
Circle around 
the fearsome 
monstrosity, 
pausing only to snatch some of the mare 
attractive weapons that lie around tha outskirts 
of the arena. When the chance permits, use your 
radar ta find and activate Data Posts 2 and 3 for a 
bigger Battle Gauge. 


‘Stay mabile throughout this final battle and 
project 
The Over & 
periodically 
shifts form, 
revealing 
giant orbs 
at the top of 
its "stalks." 
These orbs 
‘are very similar ta the ephares you'va encountered 
all the way here; punish them with rockets and 
Your most powerful armaments, and always be 
ready to dodge their ret 


‘The Over G's orbs can withstand a tremendous 
lamount af damage, but don't give up. Keep running 
circles around the bass, punishing its arbs at every 
‘ppartunity until one of them finaly darkens. 


turning 
black, 
the or 
crashes to 
the ground, 
finaly 
within 
reach. Make a mad dash for the orb and press 
‘the indicated button ta insert your GPS lacator 
{nto the heart of the Quer G. Then get the hack 
fut of there, quick! 


When you 
target the 
Over 

with a GPs. 


ex NEVEC 
comrades 
back an 
‘space Station NEOS are able to establish a lock 
and strike the tyrant with a devastating blast 
from NEVEC's arbital cannan. Just fall back and 
fenjoy the show! 


One direct 
hit fem 


the NEOS 
enough 
to put 
the Over 
. JG own 
for the count, Or ig i? Within moments, the 
monstrasity semehow begins to revive itselt 
‘Your ex-NEVEC comrades back on NEOS see no 
fother altemnativa; they decida to sacrifice their 
vas: and bring the entire space station down on 
tthe ereature to angure its demise! 


device, your 


‘The mighty impact is enaugh to destray the 
Qver G, and best of all, the ex-NEVEC soldiers 
‘were rescued fram NEOS just moments 

before impact—thay did not have to sacrifice 
‘themseNes after al. It appears that the threat 
to E-D.N i's continued existence is aver...for 


‘you con replay fe again ae eny time wich 


— 
ONLINE MOD 


—, 
—/ 


Lost Planet. 2's Campaign made is an unforgettable experiance—but it's anly half the experiance. In 
Gnline mode, you play as the custom character you've created at the My Page menu, pitting your skills 


st other Lost Planet 2 enthusiasts across the world, Your character gaing Career Points as you 


flay, just as you da in the Campaign, and there ara mare than enaugh modes and aptions to keep you 
coming back for more, This chapter is designed ta help you achieve total Online mode superiority! 


chapter are fully applicable to Online mode. 


‘Make sure to complete basic training-this chapter masumes you've dane ao: 


ae 


(Settings 1 


Before we dive inte spacifie strategies, lot's review 
tthe many options and settings at your command. 
Many aptions are linked to the game tyne and game: 
rules you select. 


‘Gove your favorite oreated matches and you 
wonte have ta edit all the options each time 
you play! 


play (See the "Game Types" section for detail. 
Game Rules: Set the rules for the yore type 
you've chosen (see the "Game Rules” section 
Tor devas) 

Bottle Gauge (Elimination/Team Elimination 
nly: Set tha size of the starting Battle Gauge 
Larger Battle Gauges pramote longer matches, 
Points (Elimination/Team Elimination anly): Set 
the number of points required to win the match 
Kills (Eimination/Team Elimination only}: Sot 
‘the rumbar of hls required to win the match 
Control Time (Data Past Battle onlyl: Set the 
mount of tim (in seconde) Enat team must 
antral the Data Past for to win 

Goals (Akrid Egg Batzle only): Set the number 
of goats raquired to win the matic, 

Fugitive Selection (Fugitive anly}: Choose 


[ Game Type: Choose the type of game you wish to 


whether players with high Career Levels or low 
Caraer Levels wil play as the Fugitive, or set it 
ta random, 

> 


Rounds (Battle Series only): Set the number of 
founds the Battle Series wil feature. 

the maximum number of players for 
{the match. Mare playars means mara mayhem. 
Private Slots: Used to create a private sessions 
amang frends. 

Map: Choose the map you wish to play, or sar 
itte random (sea the “Online Map Overviews" 
ection for details) 

Default Weapons: Determine the bype of wespan 
players wil bagi the match with by default 
Eubeom Weapens is eat to On under Settings l= 
2 players wl begin with their selected custom 
twoapone of that Weapon E/pe. 

‘Time Limit: Set a time limi forthe match 
Layout tcereain modes: Change the layout 

of weapons, Data Posts, Vital Suts, ee. an 

tha map, Set to Type 7 through Type 4, ae set 

9 random 

Friendly Fire (cereain mades): Determine f 
frianaly fre wil harm teammates, knock them 
around only, oF have na effect at al 


a 


ettings & 


ag BS 


"Bra eplons Under Satings 1, the Settogs 2 optins do nt changeTtased onthe elected 


game byp0. 
“Custom Weapons: Determine whether or not 
“special unlockable weapons cen ba brought 
‘inte the match. Whan ths ie set to On, 
Byers who haye unlcied more game content 

have the advantage 

Abilis: Set whethae or not spacel 
‘unlockable abltias can be used duning the 
‘match Whan this is set to On, ployer who 

have unlocked mare game content will have 

the edge: 


Settings 3 


Dotault Grenades: Choose the type of 
{grenades players begin the match with, or 
deny starting grenades. 

‘Set Weapons/Granades/VSs: Choose how 
many or how few weapon/arenada/VS spawns 
there will be on tha map, oF go with the map's 
default amount. 

Viewing Mode: When this is set to On, the 
ganie’s host becomnes a spectator and cannot 
Participate in the match. 


TERE 


" Like the options under Settings 1, the Settings 3 options very based on the selected game type 


No. of Players Desired: Informs others how 
‘many players You'd ike to join the match. This 
lets players in the lobby know why the host. 
2) might be waiting to start the game. 
‘Respawn: Determine whather ae not players 
~~ will be able to respawn after dying. Setting 
this to Off promates very shart matches, 
‘Weather Variations: Determine whether or 
‘not environmental weather will have an impact: 
‘on the match. Weather can play a decisive role 
by reducing the effectiveness of snipers, etc. 
‘Taam Change (team-based matches only): 
Decide whether or nat players may swap 
‘teams during the match, 


Halftime (team-based matches only!: When 
this is set to On, the teams switch sides of 
the battifield halfway through the match, 


‘Teamkill Penalty 1 (toam-hasod matches 
conlyl: Set a “time out penalty for players who 
Kill their own teammates. 


‘Teamkill Penalty 2 (team-based matches 
nlyl: Set a limit for how many times players 
‘aan kill theie ewn teammates before being 
kicked (removed) from the game, 


‘Let's tate a closer fook at the various Online game modes. 


= Type: 


- Slimination 


‘everybody for themselves, and anything 
‘g0es! Elimination’s game rules allow for unique 
“experiences, but the primary goal remains the 
“same: Kill your enemies, and don’t let them 


Team Elimination 


Take the concept 
‘of Eliminatian 
battles, divide all 
players into two 
‘teams, and you 
have @ Team Elim 
ation bout. This opens the door for cooperative 
tactics, adding a new layar of depth to the 
standard Elimination free-for-all, Learn to 
coordinate and work with your teammates — 
you'll find i to be a very rewarding experience! 


4 


Fugitive 


Fugitive matches are 
Unique affairs that 


‘ling your Fivals is 
sill an important: part 


of life in Data Post cast one player as a 
Battles, but-slaugh- fugitive whe must flee 

tering foes alan fram (or attempt to kid all other players, wha act 
won't nat you the win. Instead, activating and fs independent: hunters. The fugiwe begins with 


‘aintaining control of Data Posts is the way to ‘minimal weepens, sa speed, stealth, and demage 

‘achieve victory in a Data Past Battle. This places _#voidance are vital to survival, Al ather players. 

a heavy focus on terntory defense and control begin with their default weapons, giving ther & 

Al Data Post Battles are team-based affairs, clear combat advantage. 

‘sa coordination and co-op tactics ere vital to “Tne fugitive can achiove victary by fleeing and 

success. hiding until the game's time limit expires (usually 
the best optian) or by completely filing his or her 

Akrid Egg Battie Battie Gauge. which can be seen by al players. The 

New to Last Planet __Avaitanie Garfa/ ules” fugitive fils the Battle Gauge by kiling hunters, 


telethon sone the ache don 
2 Aun et huge enc ie ey tlt age: be 
pe fee's ne ne a sr tha ease 
- teat cho Uae CoS eS 
Sheets Eon sersre wPBatg Oy oe ue Ts ile pes dead te win 


and one red Akrid Egg are Gn thelfeld ot ary givan ; 
ima, and they aivaye spawn nearthe npposing,  Teneers. a8 the fugtive's Battle Gauge dwindles 


‘team's goal. This fotees both teams to invade thle 
rivals’ teeritory, snatch their egg, sir a SSS 


2, Akrid:Epg Battles 


hase. When an agg is successfully feturnedea goa! Yearning for an epic _Avahabie Carne runes 
Scored, and theft teom to rsachghe el evening f nine ggg 
lit wins! . action? Choose tof Meant 
You eannat une weapon whig carving he Ak ya Beele Series 
Egg, but you can use the egg itself and lot Lost Planet 2 tate care of the rast! in a 
weapon ou mey aco aat dow anm egg ana taia Battle Series, multiple motohes are cle through 
Jip erms when the situation ealls fori For the at random, and you compete in one match after 
‘most part. however, t's best to all teemmates the other. Each match is called a round, so the 
{to cover you while you focus on racing back to base mare rounds you choose to ply, the more epie the 
t With the Akrid Egg. Make good use of the roll and Battle Series will bel Mast options are automat- 
dash techniques, as well as the Anchor to get _‘teallyEuned to their defaue settings in Bottle 
‘hat egg back to base pronto! Series, so you have less control over the various 
gameplay nuances. 


‘Can't decide what match to play, but dan'® 
‘your game type fo andor and let the wince 
Of fate carry you away. P 


7 certain rules are only avalale to specific gare types, as datoled. 


Satie Gaus = 
Slimination 
whan playing an Elimination or Team Elimination 
‘match under Battle Gauge rules, the abject 
"1810 doplte your vals’ Bottle Gauges unt 
© they fell ro zara, or ta simply have the highest 
| Battle Gauge when time expires lif a time limit 
Biss brie) Oo tne folowing to incrence your 
| Battle Gauge, and avoid letting your adversaries 
do these unfriendly things ta you 
| Kill 3 rivat who's traveling on foot. 
+ Kila rival's Vieal Sut (val narrowly escapes 
the VS explosion: 
+ Kill rival who's plating @ Veal Suit (val 
is klled by the VS explosion ths fs worth 
huge points 
Complete secondary objectives, such as 
activating Data Posts, etc 


Sree iires = oleae Concer even ee ore 


"When playing an Elimination or Taam Elimination 
" tacch under Kite rules he goat sly Eo 
Bp votre chest noor stile: Spe. si 
-Avaid spending lots of time battling enemies 
vi are poting Vel Sut and tune dawn the 

| most winerabie targets co quely boost your 
iil sunt, Hop ita Veal Suits yours to gain 

| ae protection an frepower~efeer al. 

F svoding dest you prevent yor tial from 

tllectng ile! 


Points 


Gliminatien/Team stiminatian 
Points matches are unique and exciting Elimi- 
‘nation bouts. Each player begins the match at 
‘value of one point. When you kil an enemy, you 


steal all of your victim's points away! To win the 
‘event, be the finst ta reach the target: number 
‘of points, on have the highest scare when 

time expires, 


fulcide. However, if you fear another player 
‘2 sneaky way of rabbing them af your 
poinest 


VS anniniater 
Team Elimination 


Gan't gat enough Vital Suit action? Then VS 
Annihilator is the game far you! In these all-out 
bouts, every player starts off inside a mighty 
VS. The two teams must struggle te abiterate 
‘one another, seeking to deplete the opposing 
‘team's Battle Gauge to achieve victory. You 
ccannat exit your VS, so pratect those weak 
‘spots and use movement abilities. cuch as dash 
and haver. to avoid potent attacks. Bestray 
‘vals and activate Data Posts while remaining 
inside your VS by clicking the left analog stick 
and rapidly pressing the Dash button—these 
deeds will extend your team's Battle Gauge, 
‘edging your side toward victory! 


Pest Grab 


Data Post eattie 
Post Grabs are straightforward Data Post 
Battles in which teams vie to activate and 
maintain control of all Data Posts about the 
map. This places a focus on spead, response: 
time, and territory control. Every Data Past 
‘counts, so hurry and spread put to activate 
‘them al. Then pasition your team to defend 
‘each site, preventing enemies from overtaking 


‘that wale covered the game types, let's take a paek at the-various game rules. Note that 


H 
4 
2 


baraust 


‘Sat up a defensive perimeter to lock down the site. 


Counter Grab matches are similar to Post Grab events, except that 
there's only one Data Post to capture and control. The Dat 

site therefore becomes a hot zane of intense combat and furious 
faction, The team that activates and maintains control af the lane Dat 
ost far the required amount of time wins tha bout, and control time 
‘progress is not lost if the opposing teem manages ta steal control. if 
a time limit is in play, then the team that controlled the Data Post for 
‘he longest. amount of time wins by default, Rush to the Data Post and 


Post 


‘The first thing to know about Gnlina mode:is that there's na Harmonizer to bail you out when You get 
Into trouble, Learning ta avoid taking damage is therefore vital to success. There are several ways to 


Ofcourse, 
‘nothing beats 
‘hopping into 
the cockpit of 
a trusty old 
Vital Suit (VS), 
These motal 
war machines 
‘soak Up all damage while providing you with Gn most. 
‘pases) superior firepower and mobiity. Use VSs 

‘0 annihilate your rivals without fear of taking @ 
scratch! 


‘The roll technique datalled in the “Basic Training” 
chapter remains ane of the best ways to avoid 
{damage in Coline made. Simply elick in the left 
stick and then press the Jump button to rollin any 
direction. While roling you are completely invincible, 
‘ut you suffer extra damage while standing un 
from a roll—practicaly any attack that lands. can 
kill you. Propar timing is therefore vital; practice 
makes perfect! 


"Basie Training" chapter for detalla on these 


While powerful. 
Vieal Suits 

are far from 

Invineible—and 

using therm 

can potentially 

backfire. For 

instance, being 

kil while piloting a VE causes your Battle Gauge 
ta suffer a dramatic lass (fer game types that 
feature the Battle Gauge). Expect other players 
to try to take you aut using the following anti-VS, 


tacties—and look to use these same strategies 
when pitted against Vital Surt rivals: 
Plasma Grenades: Throw Plasma Grenades at 
‘enemy Vital Suits te stun them, then unioad aa 
‘chair weak points. if you time it right, the enamy 
pilot: won't be abla to escape tha VS before it 
‘explodes, and their Battle Gauge will take a huge 


hit See the “Vital Sut Database” section in tha 
‘appendix to learn the weak points of every VS. 
Energy Gun: A fully charged shot from the 
Energy Gun forces a VS's pilot to elect. Punish 
the pilot afterward ar steal the VS away! 


ee ee 


Now that we've gone aver Online mode's many options and strategies, let's take a closer lock at 
fgach Online battlefield. Because Lost Planet 2 allows for so much diversity in the layout of weapons, 
‘Data Posts, spawn points, and so on, we'll focus on examining the unique traits of the battlefields 
themselves. 


Desecration 


As Its name implies, 
Desecration is a charred : 
wasteland af glaom | 

j 


and despair Husks of 
domed bunkers tle along 
the desolate perimeter, 
and a river of foul water 
rung through the center, 
providing opportunities for | 
Stealthy advances. Near 

the map's center stands 
tall stack of crumbling 
Platforme-—this is the 
‘most vertical region of the 


‘map, whare Fancy Anchor 
“work can quickly get you 
ut of danger 


Turbilent Sungie 


‘This lush battlefield is deceptively vertical, with tall 
‘multi-tiered bulldings and scaffolding towering 
‘ver the lower growth. Avoid spending toa 
‘much time on the low ground hare: 
‘grapple up to higher vantages 
and rain death down on 
Yyour foes. 


1 iHeartwerk 


Bears Fe sy We iy och Lary, mel ered Stiles urd pare ncnal 

papas tet ng en rescremen ef coesspuces uta uxtobnee rg floc. Tre rep 
3 5 SERRE ee ee 

Bectiniven valving sown are Fass cng move ee gteraR oed yal seve Sones 


The Great Outdoors: 


If you completed the Camaaign, 
then this map might look 
familar—it's structurally the 
‘same area visited in Episode 
‘1—Chapter 3's second mission! 
Two mountainside stranghalds 
stand across from one anathen, 
a idge connecting 
‘them, This map's mix af wide 
‘outdoor areas and claustra- 
phobic interiors allows forva wide 
vanety of tactics and carnage. 


) Thunderpeal Precipice 


“This dark batziafed is taken straight from the Campalgn you may recognize it as the cecand area 
| wsted in Episode 4—Chaptar 3. Ramps and walkways ink multiple cifside ladges together Clase 
| quarters combat is somewhat unikaly in the opnness ofthis farboding map, though the inarior af 


Cel 


| Busi Compiex 


higher tiers, and rapidly press the Jufnp button to engage yaur jet 
(great distances through the thinnast of air Make the most out of 
tering their ship mode to fly about and raining rocksts down an 


ewore: The Purizer 
is inful effect hare 
at Friction, another 
‘memorable Campaign 
area repunpesed as on 
nine playgrouns The 
long conveyer belts 
provi perfect oreas 
for Fife experts to pick 
aif the unvary, hie 
siose-quarcers enthu: 
Sit wil fd the 
cramped stairwells and 
| cannacting corrders 
‘goal places ur. 
racking up the eile 


Birste Fortress 


It doesn’t take long for the action to heat: up at this frigid battlefield, so don’t expact to chil out 
ft the Pirate Fortress. Seok shelter among the stone structures, but beware: Barbwire fences 
hurt when touched, and low stone walls may give way to eaplosive attacks. The hilside fortress 
Ikealf is indccestibla, but the buildings at either sida of the area can be entered and controlled 
‘quite handly with clase-quarters weapans. The windowed top floars af these buildings also make 
Ideal sriper perches. 
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SNIAND 


OoWN, 


Cube is a unique hattlefield whose entire layout changes based on the game type and rules you set. Its 
herafore difficult to became intima iar with this modern-day gladiator-style arena, which ean be 


‘a breath of fresh ale when other Oniina maps start to fea! repetitive. Bust out your best moves at Cube 
and show the crowd what: you've got! 
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ede presents you with 10 maps—fve for Basic Training and fe for Advanced Training—and 
challenges for 

| You'ta master Beating them als no easy feat, but our tactical write-ups wil lp you find your 

" way to the podium. Take home a medal from all 50 Training mode challenges to uniock a special game 

: ‘mode that lets you play Online made battles against Al bots! 


a SS SS a 
Feflonen, and masterful timing. Farzunately, even 80 bronze medals iz enough to unlock 


Stage, evel! 


"Anchor away—pull yourself forward by Anchoring to the first set of barriers, 
Immediately Anchor ta the next bertier and scurry up the ramp on the other 
side. Go through the archway ta hit the checkpoint, sprinting to reach a narrow 
catwalk Dash across. being careful to stop as you raund the curve at'the 
‘oppasite end, The moment you're at the other side, pick up the pace to reach the 
Wwall down the center path. Pull ourself up to the top, then Anchor up one last 
time to the highest level lace to the farthest edge. which is directly on top of 
‘the goal, Jump down tafinish. 


press that threatens to flatten you into a 
pancake—taep to the same path as in Level 1 


Tp begin, run thraugh the first set of waist-lval 
barriers instead af Anchoring over them. Keep 
‘moving forward, hoafing it up the midle ramp, 
when you reach the top, dont drap down-—instead, 
|ump and manewer yourself between the next: 
‘ramp ahead and a chain-link fence. Head up the 
ramp at your right, toward the archway. Wheq! you 
reach the archway, Anchor over it ta avoid dealing 
with the press, Finish the level by Anchoring your 
‘way to the highest platform whila avoiding the 
metal barriers and dropping anto the goal. 


ane 


% 
Now for your first We-fire exercise. Zebet: 
proximity turrets are seattered about the level 
land shoot on sight. The trick here is to snow when 
‘to destray or ignare them. The first three Zebet. 
‘sensor towers have to b@ taken out. otherwise the 
synced tures wil tear you up. Set your sights on 
the frst sensor tower as you hop down from tha 
starting platform. Continue up the rama where 

the sensor was located and zero in on andthen 

ane ahead. You want E9 drap down an fiea on 
‘mle using the ramp to your ight cover from 

my ire 


Moke your way through an archway, turning, 
‘at a third tower to the right. it should explode 

45 yOU reach the narrow catwalk, which leaves you 
free ta sprint across. Anchor up the wall ahead, — 
Ignoring the tower and turrets at the top—argat 
[Boing to the sides and just: go un the second wall 
There's a sensor up here, too, but ignore it and 
‘Anichar to the top platfarm to reach the goa 


Youfave to battle your way to the 
‘goal, again—this Lime against soldiers 
Ingtted of turrets. AS soon as you 
start, focus fire an the first: soldier to 
‘your left. Once he's down, walk to the 
Fight of the two ramps an which he was 
standing and take out a secand soldier 
forward fram your position. 


Continue through the archway and aim at 
‘the enemy guarding the catwalk. Take him down 
‘before running across, at which paint you'll confrant 
ato of soldiers. Focus your attention on the soldier 
directly infront of you, eliminating him so that: you can dash 

for the wall ahead. Ignore the others. Anchor up the first wall, 
‘then the second. A shielded guard blocks the route to the goal, sa just 
‘bypass him, too, Climb up the last platform for a clear path to the goal 


‘Surprisingly, this final level isn’t that: much 
different fram ar harder than the previaus one. 
‘A-couple of additional enemies hava been thrown 
in, but naching that derail your tried-and-true 
‘strategy far reaching the goal. While you should 
‘taka the same route through the level as in 
eearlar avels. take nate of two differences, 


fesse: 


foes 


‘First, as you walk across the narrow catwalk in the middle 
‘of the Jevel you have ta dispatch two soldiers instead of one. 
Defeat: one while walking across the catwalk, reload, then put 
‘away the other one. Second, after you Anchor up the second. 
to-last wall near the goal, move as fast. as you can to make it } 
Up the final wall. Two quards equipped with Fiamethrawers will 

{try to roBst you, so move aut of reach as soon as possible. 


‘you're an ace with the ong lfc sinpler Maka the decision whether to go left-right 


before activating the rife want to pull yourself up the initial incline an the corresponding, 


+ Sou have a choice bet Tener half of this level. Heading right shavas a few seconds: 


der to bee's coupe seconds; 


Go lat, and as the path cones beak i Groubh ta‘adVvance through the-crallepaon: 
cerer on fel ne ray own unre he rowan he Mil on be 
Heading night means dashing dovn a alar Ny. other sie, moving ta the far lft se 28 jou do, 


corridor; however, nst sei forward, "\ Once you're at the ton, juma dawn—dan't jump out. 


take the second pathway on the laft. Use the far fram the edge, though—then twirl araund and 
Anchor t pull yourself acrass ta the platform the pull yourself up ta the goal 
Fed arrow is pointing at. £ 


Level 2 


‘Opting for the right path results in a faster finish thanks ta fewer obstacies. 
"| Dash up the first hill, fargoing the Anchor until you're within grappling distence 
‘of the secand platfarm on the right. Pull yourself up, then race through the 

an the Nght. Jump ver any Sandbag barriers or use the Anchor an the 
“walls, Swing yourself down to the crawispace indicated bythe red arrow. noting 
the Ewin presses blocking the way, Learn their rhythm in order to pass by without getting smashed. Run 
Up the ast hill and drop to the goal below. 


INE 


rca Sticking’ to the same route charted in the 
F=f teat previous two levels makes for a straight 
=} forward eun, even if you have to deal with 
several Zebet turrets alang the way. Begin 
by Shooting out the first-one directly 
crass fram yaur starting position using 
tthe sanctioned Rifle. ignore the one ta 
its loft since the plan is to head right. 
After ascending the hil, take out 8 second 
‘sensor located on the platform behind and 
you just destrayad, clearing 


IN 


eee 


3 


Continue ta the right, 
preparing yourself for a bit af 
‘Qunfire as you turn inta the 
corridor. Disable the Zebet 
turret at the opposite end by 
obliterating tha corresponding | 
‘sensor in the finst alcove to 
‘the left. Continue ta the crawlspace beneath the giant red arrow. 
‘As youl advance through the crawispaca, fire at the Zebet sensor at the far end. When you emerge, 
2 turret wilfire on you from abave, but keep your back to it end dash up the ramp. You can spot 
| three sensors at the top, but you don't need to warry about them. There aren't any turrats behind 


+ ‘them and you can-simply dash to the ton and drop dawn ta reach the. goal 


Stage 


Good thing you stil have a Fite, 
because soldiers replace turrets this 
time araund. Nail the four guys visible 
from the starting platform: three 

fat canter and a faurth stationed to 
the right, Once you're at tha top of, 
the incline, continue right and deal 
with another soldiae at the and af 
“the corridor. Anchor down to the 
‘crawispace ta proceed, 


patand of sone an 4 i 
couple of turrets. you have to y" V3 
aoa ae 

sadgere tn tne ther slit 

the eroviepace, Gnipe than 

Ea ra erin ered Esa SOE OP ere chr wh Ka har tar Peto 
Up. When ye peach tbe top pace: ay fire from thran adcire. on’ try to tan them al au: 
inaban lnnata ner ite make mr for the can op to the poal ‘Ae org x you dt 
Tala ch daranelaarar in tho level, you ought to taka rough, 
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If at first: they don't se guys try, try aps. Enemies ore stationed in the seme spots os 
ing more powerful weapons. Lasers and Recket Launchers ane 
careful Fallow the same strategy as before, dispatching the 

soldiers visible from your starting point and thet makina your way to the crawlspace. After you clear 

the two guords on the other sid@-and aiperge at the bottom af the incline, make a run for it. The 

Rocket Launcher-equipped enemias wil ama you, as well ¢ one with a Laser, hut their rate offi is 

Slow enough that you ean autrun them. AE Ehe\Eos, completely ignore the beefed-un bed guys and drop 

to the goa hy Vr 


Stage 3, Lev 


i 
H 
t 


‘This stage may seem lke a pine dream, but the Look ahead to spot-a row of pipe openings: Eying 
outa to the goal is surprisingly direct. Start by ‘the opening farthest to the right, dash until you're 
dashing across the first pipe. After it dips and clase enough to Anchor your way in, You ean also 
you've hopped over the second ring, the pipe run around ta the side of the opening and jump if 


curves. Look down ta See another pipe naar & ‘you find grappling too tricky 
platform emblazoned with an arrow. Jump down to Ag the bottam af the pipe is a launcher Propel 


hat pipe, ‘yourself across the gan; as you begin descending, 


position yourself to the left of the covered walkway 
but slightly to the right of the cylindrical platfarm 
ln the middle. Underneath that eylinder is the goal 
and you want to land on a small ramp next ta It 
Succeed and it’s a small hop fram rama ta goal 
~ p 9 ta 


\ 


“a Protected By copynigne. Unautherized oF unaweu! copying or dewrisading expressly prahistced 


SSSEEEEES Barros and a few sections of chain-link fencing attempt to halt your 
“Geli: 0055000] progress, but they're actualy easy circumvented. Stick ta the outlined 
‘Siner:0300000 | route and run to the ide of any barrals resting on the pes 

jp Brom-0130000 | A row of chain-link fences midway through the level makas it even easier 

— to run across the pipes because you can dash while siding up against 

roping dawn the open pine farthest to tha right, shoot out the barrel blocking the way 
‘tha Flcket Launcher: Once at the bottom, launch yourself to the goal. 


‘The annoying barrels are out of the way, replaced by Zebet 
turrets. The first twa are visible feam your starting position, 
50 line one up in your Sights and activate the timer: Eliminate 
it, then reload as you drop to the pipe below. Fire on the 
‘second one as you walk across the nipe. 

Hold off reloading and dash across the section of pipe until 
you reach the dip. Jump down, reloading while midair, then 
tke out the sensor to your left. Load up another racket as 
‘you hap over a ring on the pipe. Immediately target a fourth 
‘turret above the row of open pipes. With that final turret out 
‘of the way, yau have a clear path to the goal. 


‘Stationary turrets give way ta live soldiers, and it’s your job to clean 
these pipes of them. Guards are positioned in precisely the same 
locations, 80 focus your fire on the same areas as you stick to the 
tled-and-true path to the goal aon 

bal our approsich in two nar wayas however Yn Eh oe 
| eaisians camped out on tasting platonms inthe center of the level will 
fire at you-don't allow yourself to be distracted by them, Second, three soldiers atop the row of open pipes: 
can be taken out with a single ee — ‘the migla man and the blast wil knack all three eUe 


Stage 5, Clever Ss 


Enemies retum with better weapans and are positioned in harderto= 

{eanget spots inthis final level of Stage 3. As before, zero in on youn first 

‘tanger fram the starting platorm. He's no longer sequestored inside 

the bor—yau have Uo be precise in your targeting since he's standing on 
top oft. Jump down, then carefully aim at the second saion. 


You're given a briaf reprieve since there's not a third soldier in the box to your lafe, though you do have to 
deal with a split pair of quards atop the raw of open pipes. Instead of trying to get them in a single shot, 
{take each out individually as you make Your way across the pipes. When you drop onta the second nipe, 
Ignore the enemies firing at you ta reach the open pipe. Although their shats are powerful, they're slow and 
{easy to outrun, Once you drop down the pipe, you're good for the goal 
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As much a driving test as 

ibis anpbstacle course, 

‘this stage puts your Vitat 
"Suit ploting skis to the” "Make your way un the tower to finde ladder: it the Vital Suit and 
SS Soe Sea er ee ( 

‘Suir and zip along at ground parked at the top. Ie helps ta press down an the Dash button wile 
“level, going across a small you're stil climbing the ladder so that you start dashing as soon es 

bridge to reach the base of you stand up. Maneuver through the field of electrified tubes. You 
| the leoming tower. The Sbyiousty want ta avoid bumping inta them. unless you fancy getting 
P enocher Vital Sut—a ‘a health-draning [alt of electricity Descend to the landing zane ot 
" double-jumping Faze—citting the other side ofthe airfils, nating a Handbaler Vital Sult wating to | 
"above you on a platform ta be rewed up. 

yourleft: Anchor upthere, ic the launch pad cight after activating the Vital Sur; ft sends 

seer eCaag Ub Inside Yyou soaring toward the and af the leval. It’s straightforward at 

this point: Jump and boost yourself across the open space, Aa you 

‘approach the end, land atop walls ta avoid having ta walk through the 
paths below. Clear the second wall and you'l see the goal. 


Wan you transfer to the Faze Vital Sut, work 
‘0 position the camera so that you get a view 
‘of the next platform you will be jumping up to. 
Nearly al of the steps bulding to the annacie 
of this tower have bean blocked by barriers, 
The addition of metal barriers makes navic It's not difficult to bypass them—jumping up a q 
“this lengthy stage a bit ofa chore, BULL'S nok few feet to one side usualy does the trick but 
uch harder than before. i's essential thet you if you're bay jumping up and end up being 
Jock ahead to plat your next move, because meny surprised by a barrier, you're liable to lase 
"of the barriers have been placed specifically to precious seconds jumping a second time 
struct the optimal ute. Begin with the Evax Geasigiesdiasls eoiniiutn 
Vitel Su, bea minuto take a sharp night Qaprey you're essentely leon Nagoting 
su a8 yu ce arcs Ye rie perm eprugh the warfare, 
Se ‘enough around than before. and the barriers littering the fine 
“that corner, you end up boxed in by bartiers ection are hardly of concern. As long as you 
Jump and beost your way through the alosing 
z third ofthe level the barners dan’t pose a | 
threat, | 
| 
| 


foes 


HANET? 


re — 


je 4, Level S 


‘The intreduetion of enemias—in this particular case, Zeb 
turrets—makos the last three levels of this stage quite 
sificule. Wnila tha general route remains unchanged, you 
ta have quick aim and fast reflexes to pull yourself through 
some harrowing combat scenarios. 
‘p start, take the Shotgun-outfitted Bleed Vitel Suit for spin. 
You'll need it to blast the turrets up ahead. Stamp along the 
‘same route you took with the Evax, setting your sights on 
the Zebet sensor tower that cames into view as yau turn the 
first comer: Aim at a second turret to the right before. 
iuming and boostog ta the platform ahead, 


Seated in the second suit. you ean 
‘ascend the tower Ignore all of the 

i = turrets that shaot-at you on the way 
tp except for the final sat guarding the 
ladder to the third Vital Sut. You have 
to destroy this ene so you can climb up 
the ladder To do this, jump onta the 


platform and quick fea your 
‘Vial Suit's Laser, If you get 
pushed off the ledge, jump back 
Up and finish the jab, 


‘At the top of the ladder sits a small Fastrey Vital Suit-—no Osprey this time—that you must take through 
‘the electrified tube field, which is now guarded by turrets. You can avoid their deadly rockets by veering far 
to the left, You still have to dastroy the turret on the landing zane before exiting and buckling up In the final 


Vital Suit. Wipe the sweat fram your brow because you're almost there. This final saction is the easiest part 
ff the level. Jump and boast your way past the turrats stationed here: there's na need te bother engaging 
‘them since it will waste mare time than it’s warth. Just hightallt to the goal 


‘ua 
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VS ve VS—it's a Vital Suit 
showdown in this level 
Turrets have been relieved 
lof duty by squads of Vital 
‘Suite that make this level a 
true tact of skil. Fortunately, 
‘the strategy for surviving 
‘the course remains largely 
similar. The opening section 
‘gs straightarward: Buckie 
into the Bleed Vital Suit and 


Jgnore tha two enemy patrols 
‘as you make your way to the 
base of the towas Strap 

Into the next Vital Sul, also 
‘ignoring the first few enemy 
Units a6 you jump up the side 


of the tower 


‘When you reach the ladder. elmminate the two Vital Suits: camped next to it to ensure you don’t get 
“shot at while you scale the wall. You're likely to come under some fire while climbing, but if those 
‘two Vital Suits ane dawn you can make it: to the top. Navigating the electrical field is harder this 
time because you're back in the Osprey. You can still skit much of the mayhem by fying to the far 
left. Of course, you need ta destray tha turrets on the landing pad befare exiting and zipping an 
‘ver to the Hardballer 


‘Po finish the level, don’t engage any of the enemy Vital Suits in the final section, Just. jump and 
‘boost your way to the goal, as in previous levels, 
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HANET? 


Loser 


Stage 4, Levi 


Your Vital Suit pals aren't throwing in the towel 
without giving it that: old college try. In this last 
level. they're carrying more pawerful weapons and 
‘protected by barriers. After rewing up the 
first Vital Suit, walk toward tha platform dieactly in 
frant af your starting position. The barrier an top 
|g meant ta dissuade you from jumping Up, But you 
can actually leap and bypass it at the right. Keep 
‘moving to avaid being blasted by a Vital Suit Stun 
Beam that will eat up valuable time. 


nee you're in the second 
Vital Suit, bounce up the 
tower, jumping to the side of 
ine lonely barrier halfway up. 

= When you reach the ladder, 

you face a new enemy: a 
Fourlegged Gakti, Maintain a 
reasonable and fli 
with lead, A few shots should 
be enough to put it out ofits 
misery, after which you ean 
surry up the ladder 


The next two sequences play out largely tha Same as in previous lavels, although the turrets and Vital 
Suits are much stranger: In the Osprey, make sure to take the farthest route on the left, and constantly 
‘move ta evade incoming rocket fire. Finally, as you baast toward the goal in the Haraballe, ignare all enemy 
Vital Suits except for one final unit stationed in front of the goal. Use your racket to blast it out of tha 
way-if you don't, i'l prevent you from jumping by shooting you with its gun. 


i>» 
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Splish, splash, you're going to be taking a 
© bath in this next stage, which features a 
‘lant floating nool of water: Dash as soon as 
© you recover fram your jump off the starting 
platform, then Anchar up and aver the first 
platform. Run up the ramp, jump over the gap, 
| then look up to Anchor onto a platfarm an 
the left. Pull yourself up. then make a running 
“jump off the end. Snead on aver to the wall at 
Yyour aft. 


Instead of going over the wall, swing around 
it by Anchoring to the far corner and pulling 
yourself around. By doing that, you save a few 
Seconds and put yourself right at tha water's 
‘edge. Fram there, you can hook yourself onto a 
platform submerged in the floating pool of water 
Make sure you ga underneath any abstacl 

‘as you swim through the pool, You know you're 
‘lose to the goal when you see the edge of the 
pool and a series of tiened platforms. The first Is 
‘sil underwater, but you want to stand on it sa, 
Yyou ean grapple onta the higher one. Fram here, 
‘im for the pillar the goal rests on ta finish in 
time. 


‘With chain-link fences obstructing the optimal 
‘route, you have to use some clever workarounds 


‘start: instead of Anchoring yourself up to the 
first ledge (which is now blocked by a fence}, you 
‘want: to pull yourself to the lower level. Swivel to 
"your right-as soan as you're across to haak onto 


Put yourself at the left corner at the tap of 
‘this incline and aim your Anchor at the apposite 
platform, Build momentum for a running juma, 
landing tielow the set of fences. Here's where it 
‘gets tricky, Swing yourself around the fences by 
“Anchoring ta either the left ar right corner and 
maneuvering yourself during the jump. Race aver 
‘to the big wall ta the left and swing yourself to 
tthe athar side as in Level 1. Pull yourself inta 
‘the water by Anchoring to the platform ahead. 
Now you can mave through the pool, swimming 
‘around fences to reach the goal 


foes 


ee 
i ‘the first sensor with a couple of shats from your Rifle. Advance carefully up the inatina to the right, 


popping up to shoot at-a second farther ahead. Three turrets will fire at you, so take a shot, 
‘then take cover until you destray the ed sensor 


Make your way ta the next raised platform, from which you can hone in on the third Zabet sensor inthe 
stance. Taking t out is essential because it controle @ quartet of turrets that wil Lear you to sheeds, 
‘Gain some mamertum and jump aff the platform to the next area, where you can pick up a Racket 
Launcher Dash forward, ing around the wall to reach the water's edge. Fire a rocket through 
the water (don't worry, they'ne water-resistant) to destroy a sensor above you. Now it’s safe for a dip, 
‘but reload your Rockot Launcher before you dive in, 


It's not a clean sweep to the goal, though. As you swim, mave to the right of the pool, away from a 
turret that fires at you. Bahind a Sat of platfarms is the contraling tower, which can be taken out: 
‘rocket. Once it's toast, you can paddie ta the goal. 


ae ee ee 


‘You have some buddies who want to hang out with you in the pool, but making it to the’ @al in time 
feans taking them out. Instead of dashing off right fram start, hang back and snipe the first few 


are more enemies up ahead. Take out the guy in front of the ladder next to the pool of water; then 
wather one next Uo the location of the Rocket: Launcher if yau haven't sniped him already. Dap 

n, brab the Rockot Launcher, and biving aver ta the water's edge as in the previous level, 

-Switn toward the goal, prepared to fire 8 rocket: at two soldiers guarding it. You only get one shot 
‘at this because reloading for a second attempt will causa you to sink and fail tha level, It’s best ta 
‘n.the small alcove in the water back from the goal and sim between both guards. Firing while 
“swimming is possible but: much harden 
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Remarkably this final level 
Jsn't much afferent from 
‘the previous ane. Thankfully, 

there are fewer enemies, but 


the catch is they're much 
stronger-tnstead of bullets, 
they're packing same serious 


heat: Rocket Launcherstnd, 
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Stage |, Level 


- Gola: 0130°000 
‘Silver: 0135°000 
Bron: 0180000 


‘Mobile phone reception is terrible inside Lost. 
‘Arena, £0 in this first Advanced Training stage 
you've been given the ilustrious task of activating, 
‘six Data Posts. Okay, not really, but ie sure would 
‘make this short laval more exciting! 


\ 


a 
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‘Although they're numbered. finishing with the 
fastest possible time means hitting up the 
Data Posts cut of numerical order You can 
‘the positions and numbers of the posts on 
‘mink-map in the upper-right. corner: Start the: 
tnd activate therfirst post, than head to the 

and Anchor up ta post. 6, After this one goes live, 
resume numerical order by running over to post 2. 
Posts 3.and 4 are inline of sight from each other, 
‘though completing the exercise by activating post 
5 requires Anchoring and jumping over a tall wall 
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‘Shooting 20 dummies tossed into the air Is your goal in this quick 

‘exercise. To minimize your time, stand atap the yellow triangle an the floor 
near where you start\the clock, Look down to the ground and aim your 
Sights atthe fourth diamond to either side of the square platform in the 
‘center The dummies appear randomly from the left and right, but they 
always pass by these Lwo spots. When you see a dummy, move the reticle 
to the corresponding diamond and fire. Save tima by firing in short bursts. 
which prevents excessive reloading 


‘Another array of dummies must be shot in this level, though it's run-and- 
‘gun instead of stationary shooting. Twenty dummies pop up next to each 
of the Data Posts you activated in Level 1. Move to each post in numerical 
‘order whila noting dummy positions on the mini-map; thay appear as blue 
‘stars, None are placed in particularly tricky locations, and as long as 
you're nating their positions an the mini-map and fring in shart bursts to 
Tinimize reloading, you should coma in well under time. 


Stage 1, Cevera 


= ‘You have mora than First, always be on the move. If you stand stil 
‘three minutes ta you're an easy target for tha bots running 
‘il 10 computer- around the arena. Second, grenades are your 
ceantralied friends. Learn to predict enemy movements and 
competitors, which chuck grenades so that they are caught within, 
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Much easier to locate targets. Finally, hang 
‘around any of the spawn points. Since enemies 
E ‘re-enter the match from these locations, you 
= can rely bn-a constant stream of bots. 


Points, not time, determine your medal in this fr 
five minutes: during which to accumulate a minimum of 10,000 points. You 
‘are awarded S00 points for each kil, as well as for activating the arana's 
‘sole Data Post (the other Mie hava been removed for this exercisel. Die, 
‘however, and you lose 500 points. Since you begin with 10,000, you just 
d to maintain that balance. The easiest way of nabbing points is to activate a Data Post, let a 
“bot capture it, then resetivate it for SQO points, Don't try hiding because the bats wil find you; 
‘Instead, use these tactics and you Shouldn't have any trouble holding your own. 


Date Post activation is 
‘tough in this level due to 
the distance separating 
‘each post, which makes 
it impossible to spot. 
‘them an the minismap. Achieving an optimal time 
'g-a matter of anticipating the next post and 
running quickly through the snow. After activating 
tthe first post, scurry aver to the building on your 
fight. Anchor anta the roof for the second post. 
‘Swivel araund ta the southeast end of the map 
and run toward the third post, in front af the giant 
‘matel door. 


Follow the brick and wrought-iron fence eastward 
tunel you reach an opening. Juma down and walk 

into the building an yaur left to find the fourth 

post. Exit through the door yau entered and fun 
award the brick wall ta the north. Left of the 
bboarded-up shack is an opening in the wall to jump 
through. Dash through the mata gate in the 

direction of a fallen tower behind which is thal fifth 

and final post. Anchor onéa the tower, then jump 

ver it and activate the past. 


Stage 2 


ie. snowy shooting 
gallery inthis second 

jen dummies set 
: 28 foe you to 
‘Ha:Rifle. Good aim 
is ential here Because you're given only 20 buts 
‘th which ta destroy exactly 20 ar asf 
het isn't hard enough, the dummige don appear 
an the minimap Because theyre toa Far ana 
‘tort by aiming at che firbt dummy, located on 
the roo of the bulding directly across fram your 
sterting postion. The next four dummies appear 
cn that oof as wel falowed B¥another on the 
Staircase Lo the right. Move your sights down from 
the stars to nai another dummy atthe bulng' 
fdge Turn slightly to the right to shoot the next. 
dummy, which pope up a& the weeden sendbag 
ton t's herd to see because blends in wth the 


(Stage 2 


evel 3 


wood, so be certain you're aiming at it and not just 
shooting the box After you eliminate that: dummy, 
another appears atop the sandbags. Alm to tha 
right for another one, 

On top af the second wooden sandbag bax is @ 
dummy. followed by one to the right of the same 
box. Shooting it requires walking a couple of paces 
to the night to clear the metal tower blocking your 
view. As soon as you make that: move, a dummy. 
‘appears on that: metal.tower. To the Wast of the 
‘tower on the graund near a dilapidated brick wall is 
tthe next: dummy. along with anather behind it. The 
ext twa dummias can be found at tha edges of 
‘the wooden ssandbag box behind the brick wall Nail 
‘yet another that: appears an top af the adjacent 
bat te the wast. Finish the lavel by shooting the 
final twa dummies on the:rooftop closest to you. 


‘Geld: 01.05:000 
‘Stivers 0170-000 


‘Bronze: 07207000 


=F=9_ You can't elvays pinpoint the dummies using the mini-map in this lvel because 
they're spcead far apart. Nevertheless, folow the same route as when you 
activated the posts in Level since they appear in raughly the same locations, 
Tha first nine dummies are easily spotted as you trundle past the first. thr 
Date Posts. Pay close attention after reaching post 8. As you approach the: 


‘opening in the brick wall north of tha post, alm at: 8 dummy on the raat of the bulding. When you reach 
‘the opening, jump to the secand level of the adjacent. building and pop your head inside to shoot a dummy. 
Go back outside, drop to ground level, and then fire an twa dummies next to the Data Post, Eliminate 

a third dummy near the stairs before flipping around and shooting another in the door on your way out. 
Follow the edge of the building toward the brick wall, aking aut two dummies that appear Upon reaching 
‘the comer af the building, turn left and laok up to fire an a pale of dummies. Hap over the braken section 
of the brick wall, then run through the metal gate, Destroy the dummy in the distance and then another 
{8 you crest over the snawbank before the fallan metal Lower Anchor onta the tawer to leap aver i, 
‘shooting at the final three dummies surrounding the Date Pest while in the ain 
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Wile the tactics remain ientlcal for this vet they wore for Stage 
1's bot batt, the mon requires specil consideration You wank & 
«void traipsing across the open sow fide, These dangerous orcas 
leave you vulnerable to enemy fie from every ange, instead, stick to 
the main building complex where yaU activated Data Post 4 in Level 1 
In this oreo, you eon trap enemies in corners with prenedes and Anchor 
ante a reap oUt ofthe way of hea fire, if necessary. Activating 8 
‘Data Post can help by marking enemy locations an the min-mop 


‘Activating Data Posts 1s an easy way to earn points during this battle, 
‘but you're better off eliminating enemies for points. it's quicker, and as 
along as you stay around the central building complex, you shouldn't have 
‘trouble running inte bots te kill The high spawn rate naar the building is 
‘Such that you an rack up points for a gold without much trouble. Plasma 
Grenades are extremely useful for paralyzing a bot and then ridding it with 
bullets. It's even better to plot use of Plasma Grenades 0 that you catch 
‘more than one enamy in the blast. After you've thrown one and seized un 
‘an opponent, chuck anther to keen your target paralyzed after the first 
grenade waars off / 


Stage 3. Level 


‘You can't see any Data Pasts when yau start this level 
fof sight or on the mini-map—but don't fret. The posts are lined up in two 
accessible rows, with @ seventh in the canter af tha map. The best time { 
‘can be achieved by Anchoring ta the first platform to the left to activate 

‘Data Past 1. The ather posts pop up on the mini-map as san as you do. 

‘Activate the remaining posts in this order: 6, 3, 5, 2, 7, 4, Minimize use of 

‘the Anchor except at the beginning of the level and when pulling up to Data 

Post 5, 


T friend in this dummy= 


‘you ean nate the position af 


‘Grenades are your 


floodlight Underneath the blue NEVEC Industries 
sign, Run to the ather end of the platferm to 

Meet the next: sot of dummias. Standing in 
‘the southwest corner, put the yellow triangle 

Under the similarly colared advertisement in 

Your crosshairs and hurl a grenade to gat bath 


destroying stage, The 

maze-lika layaut af the 

arena ensures that 
3ch-duenmy on 


‘your mini-map, but-there's a catch: Neary all of 
"them are situated behind walls, leaving grenades 
‘your only option for taking them out. Dash to 
“start the timer and continue ta the edge of the 
© platform to shoot the first: dummy. Pick up more 

“grenades—you don't need them now, but you will 
‘ater—and swivel ta the southeast ta destroy a 
‘pair of dummies hidden behind a wall Put your 
‘reticle at the yellow triangle in the corner when 
hrowing the grenade. 
‘Stand in place and twirl the camera around to 
line up with the next pair of dummies to the 
southwest. You can see them through the walls. 
Chuck @ grenade with your sights set on the 


umnves. Three new ones appear nearty Ether 

lob @ grenade in the mide of them or move and 

shoot a an angle to pet them al 

Eliminating the next pair of dummies requires 

aiming ab the cecond triangle to the left of 

the grean advertisement wile standing mn the 

frchwest corner of the area, Remain in place 

tolob a pronada at the dummies that appear | 

‘artheest af your position. Use the flight 
| 
| 


‘beneath the white sign as a guide. Run all the 
way back ta the other side of the platform for 
‘the final we dummies, hurling @ grenade taward 
the triangle in the northeast corner 


Stage 5, Level 3 


E=q_ The dummies have come 

‘out from hiding and are 
loitering around the Data 
Posts jn the arena, It's 
time ta get thern out of 
‘the way with some wall-placed shots fram your 
‘gun. This is much more straightfarward than the 
last level since dummies are easily spotted, Initiate 
tthe timer and shoot the dummies that: appear 
while you make your way to Data Post 1. Another 
Set appears, so pursue them ta the ather side af 
the platform. 
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Stage 3, Lev 


Four dummies then pop up in a raw Shoot the 
first two and climb the inciine ta the center 
platform, on which you can grab the other twa. 
DDon't-go down the ramp ta the other side because 
three dummies appear near Data Posts 7 and 5. 
With those out of commission, a whopping eight 
‘dummies pop up. Fram your position standing near 
post 7, shoot the ones: next to the post. then turn. 
west to get another at a distance. Finish that side 
by aiming at the dummy a short distance from post 
2. Repeat the same technique with the remaining 
dummies stationed near posts 4, 7, and 2. 


‘The same tactics used in the Staye 1 bot battle apply in this level! Keep 
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fobbing te. ‘trapping unsuspecting bots. 


they eppeer 


oie mae UE CEE eS a 
fa Date Post at the canter of the arena for an easy SOO, but it's 
probably just as simple to hang around a spawn point and pon bots off as 


arduous challenge. Begin 
by activating post 1, which is forward fram your 
starting point. Use the gap in the concrete wall to 
drop to the level below, at which point you can see 
post 2 to your right. Anchor over and activate it 
‘Make your way east until the next couple of posts 
‘apnear on the mini-map. Data Past 3 is nestled 
high in the scrap metal tower, while past 4 can be 
reached by jumping off the tower following past 3 


‘To climb the tower, Anchor Up to the staging 
platform and walk to the north side, where you can 
‘lima # metal grating. Turn to the north and laap off 
the edge down to the walkway leading to post. 
ear west from post 4 ta find a breakin the 
concrete. Hop through it ta find post 5 hidden 


the foliage. As you activate it, position the camera 
Southwest and you can get a glimpse of the final 
[Data Post. It's sitting on a grassy ledge on the 
‘other sida of the creak Dash through the stream 
and Anchor up ta it to complete the level. 


Clearing all 20 dummies isn't elif. though you need! to react fast 

az they oppedn The minimap canbe helpful here, even f many of the 
dummias have been alaced in a conniving fashion behind trees, boulders. or 
at distance, Aer emineting the frst bunch that oppeor to the south 
urn west Eo shoot four minging about the spiky berizades. The next four 
don't show up on your mini-map—they're hanging Ut in the upper love 

Of the run-down conerate bulding in the nareheast, Once those four are 
finished. the ial eight dummies surround you. Using he mini-map, you 


vel Ss 


shouldn't have any trouble tagging them, 


‘fall the dummy 
shootouts, this on is 
‘the longest and most 
diffoul. The seale 
of the map prevents: 
‘many dummies from eppeering on your mini-map, 
So constantly scan for the next one as you move 
| from point ta point, 
"The first couple are easy: Pop them as you pass 
the first Data Past and drap dawn through 
“the broken concrete wal to fire at a third in 
tthe stream. Go around the wooden barricade 
| toward Data Post 8, shooting a trio of dummies 
+ long the way. A dummy appears east of the 
| Data Past when the athars have been shat, but 
bbafore you head to it eliminate two dummies 
cleverly summoned an the conerete building to 


Track down 2 pair of dummies via the mini-map 
up a flight of stairs. Seyond the durmmy near 
Data Post 2, look up and Anchor the jagged 
‘concrate edge. Look east: for another dummy, 
‘A star an the mini-map pinpoints the location 
‘of the next ana, which requires dashing along 
‘the outer edge of the map. Three more appear 
‘on.the central tawer—one halfway up and the 
‘others next to Data Post. 3 at the top. 

Turn araund ta catch two dummies an the 
concrate structures in the distance. Eliminate 
‘them and rush back to the area above Ds 

Post 2. Shoot a dummy at yaur leval, then pet 
Up at twa dummies in the norchwast twin pipe 
structure, Mave te the northern edge af the 
platform and shoot the final pair of dummies 
located in the dilapidated building in the 


the naeth. 


distance, 


(Stage 4, Level & 


‘As soon as the battle begins, head northwest: and jump to an adjacent: 
platform where a Battle Armor suit is sitting. Before equipping i, 
though, activate Data Post 2, The armar should last you a few kills, after 


building next to tha Data Post. All yau have to da is hur! granades inside 
‘attempt an escape. 


bots as they spawn into the game 


‘You unfortunately don’t have access to the Battle Armor in this level, but 
Yyou can still use the spawn point trick to.nail bots as they came back into 
play. Activating Data Post 1 should be your first task (it's labeled 1, but 
it's in the position of what: was labeled Data Post 2 in earlier levels). The 
first time you dla, select the same building you used in Level 4 to catch 


= 
‘which you want: to spawn next to Data Post 1. Activate this post if your 
‘other ane hag been jacked, and kdep quard. Enemies will spawn inside the 
for easy kills Ifthe bots evade the grenades, you can shoot them as they 


Past run is filed with 
fatal hazards, After 
activating the first post, 
‘sprint: dawn the carveyor 
belt. When you run out of steam, pick up the pace 
‘tp continue down the conveyor belt and avoid 
(getting smashed by a press. Following the dean at. 
‘the end of the ling, jump off the southward-bound 
belt on which you land to deal with the second 
Data Post, 


tows south a aighghed contrption tat oaks 
Wie a couing mecha. Retwecig E suchas Oe 
direction of the conveyor bel. whichis eased 
Gio eee 

Data Post 3 ane level above You a the southeast. 
Getting to the Det Past inves Anchoring 
Sgtgmaics ieee 


Sandwich it, then jumping over ta it. Run east: 
‘down the adjacent: conveyor belt to find the fourth 
and final Data Post, 


Stage 5. Level 2 


[EEA Let the conveyor bolt do all the hard wark of moving you end concentrate an 


‘shooting tha dummias hurled theaugh the ain Keep your sights centered as 
Silver: © |. the conveyor bolt moves you down the corridor Without maving your body 
{jc Sromze: 0055:000 ")mor-the reticle, you can nail 1D dummies. When you anter the larga room, 
“walk against the-direction of the conveyor belt to remain in place. Targeting 


dummies from a distance requires less movernant when aiming than if you're 
lose, so hang back and shoot another 10 dummies ta Fish che lave 
‘ee 
evel Sh 
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‘swtiching the direction of mavement af the belts: spot to the 
t potential snag is the pain of dummies standing above Data Post 
bofore heading down the final eanveyor belt. 

Stage 5, Level 4 


| SSPE Camping out at a spawn point is highly effective inthis claustrophobic refinery. 


‘oid: 2210000") Data Post 5 is a great spot because the conveyar belts mess with the bots. 
‘Siiver: 2240000 | You can attract them by activating the post. Equip some Plasma Grenades and 
‘Gronze: 0540000 | you can Slaughter two. even three bots at-a time as they spawn near the post. 


J—SSSSREPEET Wile thore aran't as many Data Posts in this final training lavel, che battle 
‘Gold 15,000 ‘tactics remain relevant. Use the spawn point neer the now-absent Data 


‘Siler: 13,000 Post 5 to fick off bots as they appear You can play it safa and earn a bronze 
Bronze: 10,000, ‘or perhaps a silver by staying up here, though getting a gald medal raquinas 


venturing ta the ather areas of the map to find bots. 


APPENDIX 


Welcome to the appendix, where wa conveniently revealiall of Lost Planet: 2's 
best-kept sacrats. Read on to discover the massiva:amount of content: you can 
Unlock and play around with in Lost Planet 2, 


‘Once you complete your first run through the Campaign, the 
following major items became unlocked. It's likely that you 
unlock several other items while playing through the game, but 
‘these are the big things that become unlocked after Campaign 
completion 

+ Marcus Fenix Character Parts (full body) 

+ Dominic Santiago Character Parts (full body) 

* Ablity to bring custom characters into the Campaign 


Here's @ neat trick: Try pressing triggers and buttons at 
loading screens to make characters appear that yau can 
Contra This isn't actually something you unlock: it's just a 
‘Secret feature you might: not be aware of 


OW LONEINE 


How woll you perform in Lost Planet 2is directly tied to 
‘the number of Career Points you receive at: the end af each 
Campaign chapter or Online event, The batter you perfarm, 
‘the mora points you'll receive, and the faster your Career 
Level wil increase! Your Career Level lets everyone know how 
‘experienced you ara with Lost: Planet 2, and also leads to 
Career Level rewards. 


more Career Lavela! Playing Online mode increases your Career Laveln, £00- 
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Bartle Gu: Thase are special challenges related ta combat and weapon usage. such as kiling a 7 
‘umber of enemies with a specific weapan, These Gl challenges can be campletad aver and aver 

‘again in any game mode, but each challenge can only be camplated only ance per Online battle ; 
Campaign area 


Co-op GJ: Those are speci 


challenges related to teamwork, such as blacking incoming fire 
Wwith Shields so your team can safely advance. These Gu challenges can be completed over and ! 
‘ver again in any game made, but each challenge can anly be completed ance per Online battle 

(Campaign area ) 
Episade GJ: Those are special challenges specific to Campaign missions. The challenges are 

usually posad-ta you at the start of each mission area, but sometimes you need to explore a bit 

to receive all of the challenges. The walkthrough lists the available challenges in each area. 
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A variaty of background musie (BGM tracks unlock as you progress 
through Lost Planet 2. You can view and listen to all af the songs: 
you've uniocked thraugh the Sound menu, which can be accessed at 
{the main manu by pressing the indleated button, 
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Lost Planet = — 
Developer interview 


Winter: Stave Stratton 


1. Thank you far particpating inthis i 
Interaevt. Please ineroduce yoursot ‘ 


° P 6. What kind of ings inspired you 
2, Please toll us a Ite bi about hi ce luring the development of Last 
lading the development of Last Planet 2° 
Planar = 


3. Pease tellus what other games 


you've warked on 1, Was nace anyehing you couldn’ I 
‘1 pu nthe game because there ust 47, what's your favante wespan and VS 
Graan't enaugh ema? so, coud you "7 (und 8 our 


4, What do you feel isthe mast fun 
part of wea game development? 18, What's your favarte Ooline map and 
line mode? 


18, What's your favarte character pare? 


6. tf you coud change ane thing about 
{puss geome musty, wae woud 12 Please ean he reson hy ou 20, Thre ar a eof ge fans of she 
be deeded to add a Co-on mode tn tine °° [DE%eetoct sen France: Why do 

Campaign mde fethint chee 


7. Lost Pianat 2 ia a game on this 
Deaueru magnificent scale. How n 
fang de take eo develop? 


8, Please tll us shout an episode fram 19, What's your favorite scene in the 
ost Panet 2's development tha ‘Campaign made? 
ef a lasting impr 


f 21. Fans won't Oe of Lae Pinet 2 for 


aris rae ea Sekeaee oe Tn ae a een 
oe iene 


9. What was the biggest: ity you 
‘aced ndovelopmens? 
22, What are you currently working on 
fr whae ao you wane a be working on 


10. The previous game, Lost Pane, 
vias hic amang oemers, When You 15, n Lost Planet 2, dependent on 
Stared devoprg Last Paret 2 eohnique ond method, slmoae ll ; 
‘on? Pease go Js an example. Greve wu doe uous so8 

that n ther nine shooters, What 
: (vas your reasoning for eis? ' 
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eae FIRST TIME EVER! Highly articulated action figures. 
AQ OFF $39.99 EACH Available in MAY 


How to use a coupon code: 
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| the Prima Gamas logo is 2 
registered trademark of Random 
House, inc. registered in 
the United States and other 
countries. Primagames.com is 

a registered trademark of Random House, 
ing, registered in the United States. Prima 
Games is an imprint at Random Hause, ne 
(CAPCOM CO,, (70, 2010 ALL RIGHTS 
RESERVED. No part of thie book may be 
‘reproduced ar transmitted in any farm or 

© by any means, slactranic or mechanical, 

J ineluding photocopying, recording. or by any 
information storage ar retrieval system 
without wnttan permission fram Capcom 
Co, Lib. 
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Prima Grecia Game Guicie 


written by 


Stepnen Stratton 


Important: 

Prima Games has made every effort ta determine that 
tha information cantainad in this book is eccurate. 
However, cha publisher makes na warranty either 
expressed or implied, as to the accuracy effectiveness, 
for completeness of the material in this book: nor dass 
the publisher assume lability for damages, ether 
Incidental or consequential, that may resuit fram using 
tha information in this book The publisher cannot provide 
any addtional information ar support regarding gameplay 
hinks and strategies, or prablems with hardware or 
Software. Such questions should be directed ta the 
Support numbers: pravided by tha game andlor device 
manufacturers ae set forth in ther documentation 

Some game trics require precise timing and may require 
repeated attempts before the desired result is achieved, 
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‘Steve would like to thank Donato Tiea and John Browning 
at Prima for their exceptional support and patience 
throughout this project. Thanks also Ea Jody Selezer, 
‘Targa Funk, and Mark Bernard for their fantastic design, 
and ta Deana Shields for hen editing magie. Spacial 
{thanks to Tracy Erickson for conquering al tnosa brutal 
‘raining Mode challenges for me, and to J Zingale for 
fncuring the walkthrough is as completa and accurate as 
possible, Extra-special hanks ta Capcom's Shawn Baxter 
for showing me the tricks of the Last Planet trade (and 
‘completely pwning ma in the process}. as well as to Josh 
fez, Gran Olvaira, and Stave Lee at Capeam forall their 
hospitality and support, Huge thanks to Tateuchi-sen for 
producing such 2 brillant game and taking the time to 
newer our humble intervie. 


